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Avalon Hill Philosophy Part 47 


The AVALON HILL 

E^IE L 

The Game Players Magazine 

The Avalon Hill GENERAL is dedicated to the presenta¬ 
tion of authoritative articles on the strategyr tactics, and 
venation oE Avalon HiSl games of strategy. Historical articles 
ere Included only insomuch as they provide useful back¬ 
ground information on current Awe Eon Hid titles, THE 
GENERAL is published by the Avalon Hill Company solely 
for the cultural edification of the serious game aficionado, in 
the Eiupas of improving the gsame owner's proficiency of play 
and providing services not otherwise available to the Avalon 
Hill game buff. 

Publication is bi-monthly with mailings made close to the 
middle df January, March, May, July, September and 
November, AEI editorial and gancral mail should be sent to 
the AvaEon Hill Company, 4St7 Harford Rd., Baltimore, 
Maryland 21214. Ona year {6 issue) subscriptions are $5.DO. 
Reese send checks or money orders only, hint responsible for 
cash lost in transit. All subscriptions sent via third class- meii- 
Airmshi and First Class delivery must be prearranged with the 
subscription department at eddStjnnal cost. No paid advertis¬ 
ing of any type is accepted. However, news of importance to 
the wergsminy community is printed free of charge end Is 
solicited. 


Articles from subscribers are considered for pubiicacion at 
the discretion of our edEtorial staff. Article? should be 
typewritten, double-spaced, and embrace the tenets of gaud 
English usage. There is no limit to word length, Accompany¬ 
ing examples and diagrams should be neatly done in black or 
red ink. Photographs shotsFd have caption end credit line 
written on back. Rejected articles wfii bs returned whenever 
possible, En any and all cases, Avalon Hill accepts no 
responsibility for unsolicited mater iai. Authors of published 
articles which receive favorable response from the readership 
will be remunerated with free merchandise of their choice. 


Back issues are available for $1.00 apiece, A complete 
listing of those still In stock can be found in Vol. Tl. No. 4, 

EDITOR; Donald JL Greenwood 

G ft AftH i CS: Ba ndfii l Ftaed, S cod-: Moores, Al Zyyier. J i m 

Hamilton 
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CONSULTING EDITOR: Thomas N Shaw 
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To facilitate correspondence, we suggest that all envelopes 
to Avalon Hilt be marked in the lower left-hand corner as 
follows: 

Purchases of the GENERAL: Subscription Dept. -- Gertrude 
Zombro 

Purchases of Games, play-by-maii kits, and gemeparrs: Order 
Dept Christy Shaw 

Questions Concerning Play; Research ft Design Department, 
Note: all questions should be throughly diagrammed. No 
questions wi|E be answered that are not accompanied by a 
stamped, self addressed envelope. Only questions regarding 
rule clarifications (not historical or design subjects) can be 
answered. 

Articles for Publication, Letters to the Editor, Requests for 
Brochures, and Readers Response Page submissions: Editorial 
Dept. - Donald Greenwood. 

Photograph Credits: Photo File, Avalon, California 
Typesetting: Colonial Composition 
Printing: Monarch Office Services,. Inc, 

ENGLISH AGENT: Michael Hodge, 646 High Road, N. 
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Let's start with our apologies for the lateness 
of the last issue. Doubtless a few of you 
experienced considerable delays in having your 
mail orders processed but we are finally shipping 
all of the new games. The problem was primarily 
The slow progress of Panzer Leader which threw 
more than one monkey wrench into our time 
Tables. One production problem led to another 
and ruined our time schedule. Normal press and 
camera breakdowns were magnified in effect by 
the fact that we were putting seven games 
through the same production pipelines which 
normally service only two! The situation was 
made worse by the timing of management who 
picked this year as the time to come out with a 
novel line of stationary items which further 
reduced our available press and assembly time. 
The net result was that we simply didn't have all 
the games available when the orders started to 
come in. Most orders were filled promptly 
enough but the early purchasers of Panzer Leader 
~ and to a lesser extent Thrid Reich, had a long 
wait for delivery. The problem was acute only in 
the case of those individuals who had answered 
ads in Scale Modeler as early as August. This ad 
was a mistake on our part and should never have 
been placed. The decision to place it looked even 
worse in light of the fact that Scale Modeler 
pre-dates their issues - their December issues 
hitting the newstands in October for instance. We 
apologize to those of you who had to stomach 
such an inordinate delay, but it hurt us more 
than you. The Elite Club plan was formulated 
with the idea of taking advantage of bulk 
shipments. When we had to mall 2 or 3 times to 
complete your order, we were losing money on 
the special discounts we offered you. Otherwise, 
the Elite Club arid Mail Order Line have both 
been an outstanding success and now that all 
titles are in stock weTe sure that you'll not find 
any fault with our Bfitzschnell mail order service. 

Incidentally, should you see something that 
looks like an Avalon Hill bookcase game on a 
wild subject - don't swear off the bottle until 
you've had a second look, ,We are diversifying 
into other marketing areas and selling two "do-it- 
yourself" kits on {hold onto your hats) Witch¬ 
craft and Black Magic . These are extremely well 
packaged stationary gift items dealing with the 
occult and selling for $14.00, They have no 
relationship to gaming other than their possible 
use as party entertainment. Our design staff 
played no part in this project; we are merely 
selling them through our distribution channels. If 
you would like to order these items as gifts we'd 
be happy to send them to you under our regular 
mail order policy. 


Despite selling more games in 1973 than in any 
previous year, Avalon Hill operated at a loss in 
1973. The prime reason was inflation which 
doubled and tripled our raw material and ship- 
ping costs. It got to the point where our profit 
margin was as small as 4<f per game on some 
titles. This is why we've had to do away with the 
slip cases on the bookcase games and cut corners 
wherever cardboard and paper were concerned. 
Although this will help it probably won't be 
enough. There is every indication we may be forced 
to raise prices in 1975 if inflation continues at 
the current pace. Completing your collection this 
year may save you money in the end. 


The Opponents Wanted section of the mag¬ 
azine continues to cause problems. We think 
weVe latched onto a temporary solution by using 
the back of the Readers Response page for the 
overflow. However, we still have to be particular 
about what we'N accept in this vein lest we be 
buried in a deluge of ads. Over 100 ads were 
th ro wn out last issue due to si op p t ness or 
content. We cannot allow advertisements that try 
to sell or trade games you've simply grown tired 
of. When such games are readily available new 
from reputable stores and mail order sources, we 
would be doing a disservice to the majority of 
the readership by printing these offers. We will 
print ads dealing with discontinued games that 
now enjoy Collector's item status but only when 
accompanied by a 25ct token fee to ensure the 
earnestness of the offer. Regular Opponents 
Wanted Ads will continue to be printed at no 
charge. The "For Sale" ads which appear in this 
issue are holdovers from earlier issues in which 
we ran out of room. They will be the last ones 
printed without the 25<fc charge. We trust this to 
be a viable solution to the problem for everyone 
involved. All that is sacrificed is the post card 
return system of the Readers Response items 
which we were dropping anyway. You'd be 
surprised how many people would cut out three 
different items, afix a 10d: stamp to each, and 
mail them in rather than use just one stamp and 
an envelope. 

We continue to get orders for new rules to the 
old games. None of these are available yet with 
the exception of Stalingrad. Please wait for the 
announcement of their availability before or¬ 
dering these items. We are currently working on 
Blitzkrieg, Waterloo , and Bulge but none of them 
are available at present. 

Avalon Hill has finally decided to sponsor a 
wargaming convention in Baltimore. We believe 
that the hobby has finally grown to the point 
where such officially recognized gatherings should 
take place on an annual basis. In the past few 
years we've sent our staff to many of the various 
conventions around the country to observe the 
procedures and see what's involved in running a 
wargaming convention. So, in conjunction with 
10 talented members of Interest Group Baltimore 
we've launched into the project with much 
potential and higher expectations. Our site is 
among the best ever used for a wargame gath¬ 
ering. We have almost unlimited use of the Johns 
Hopkins University campus here in Baltimore 
including both food and lodging facilities. The 
services of the Professional War gamer's Associa¬ 
tion have been obtained to run the chief tourna¬ 
ment — a $500 A.H. tournament which both 
PWA and Avalon Hill recognize as the official 
197 5 National Boardgaming Championship. 
Players will be able to play any Avalon Hill game 
they can agree on but In all cases must be able to 
play Afrika Korps if unable to agree on any other 
title. The PWA will reserve the right to adjudicate 
any games which take an unreasonable amount of 
time and hinder the start of subsequent rounds. 
There will be a $5,00 entry fee for this event; 
$3.50 to PWA members. The PWA is known for 
its handling of cash tournaments in both live 


Continued on Page 23 
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The Pieces of Panzerblitz 



By Larry McAneny 


PANZERBLITZ - UNIT BY UNIT 


Panzerblitz counters are beautiful Particularly if 
you have an older set with the red or black 
backings* They are bigger than most counters: no 
fumbling. They are easy to read* The gray and 
brown tones on the front have a vaguely historical 
flavor. Some of them come equipped with silhou¬ 
ettes. 

Some non-obvious beauties appear only after 
several games* The units move farther and more 
often and m more different directions than units 
do in other games. The units have a greater number 
of functionally distinct types than units in other 
games, and among the types the individual vari¬ 
ations are more complex* 

The complexity has two effects on my play: 
First, I am far more aware of the historical 
identities of my Panzerblitz units than I am of, say, 
my Bulge units: because in Bulge one ^4 is the 
same as any other, no matter what regiment it is. 
But when I play Panzerblitz every unit has a 
slightly different factor, t am forced to I cam their 
names just to keep me straight. 1 have to know, the 
game forces me to know, each of their weaknesses 
and strengths; and since 1 know a little military 
history as well, 1 find that ah of a sudden the 
counters take on a life of their own, and I am 
following the fates of individual units, cheering this 
one on, holding that one back, mourning when one 
gets X’d out of existence. 

My wife doesn’t understand this. 

In point of fact, it does sound a little on the 
twiddly side — but I’ve had a couple other gamers 
confess to the same feelings and I’ve observed the 
symptoms in a bunch who’d never confess. And it 
happens in other games, in naval games like 
Bismark (aren’t you always just a little uneasy 
bringing the Hood into battle?) and in miniatures 
(cf, Featherstone), and in other land games (re¬ 
member the look on that Russian’s face when you 
smashed his 7-1 0-4?), 

Here’s the point: each wargame unit has an 
invisible psychological factor which affects the way 
the player thinks about and utilizes that unit. This 
is sometimes true for Bulge and five times as likely 
for Panzerblitz, And occasionally you can use that 
factor against your opponent Occasionally. 

To repeat: Each Panzerblitz unit has a psycho¬ 
logical shading which affects the way you and your 
opponent think about it 

The second effect of the complexity of Panzer¬ 
blitz units is the chess-like nature of play. This 
characteristic goes far to explain Panzerblitz r s 


sustained popularity in the polls* There are five 
factors printed on a Panzerblitz counter, and one 
or more of them always implies some weakness, 
some vulnerability. To Oil the chinks in each 
other’s armor, the units must work together. As in 
chess, the essential concept of play is the combi¬ 
nations. No unit exists which is so strong that it 
can perform all necessary operations unaided. (Can 
that be said of Bulged) 

As in chess, it takes a lot of thinking to put 
together a brilliant Panzerblitz combination. So 
you can spend all kinds of time thinking out your 
move, designing perfect defenses, concocting alter¬ 
nate attack plans ., . but, as in chess, unless you 
are a top-grade player you will risk alienating 
friends by slow play or, alternately, frustrating 
yourself when your grand schemes fall through, 

I advocate taking a loose-and-easy stand on 
Panzerblitz combinations. Your play will be slop¬ 
pier, you’ll lose some games, but you may have 
more fun (and, 1 might add, a better simulation; 
strategic and operational commanders spend hours 
pondering their next move, but tactical com¬ 
manders haven’t that luxury). 

In this kind of hip-shooting game you will have 
Utile time to think out combinations; so you must 
do your thinking earlier, before you set up. Then is 
the time to decide what units work together best, 
and how, and to what end: and if you go into a 
game with those problems resolved you will find 
that luck occasionally brings a smart-looking 
combination ready-made to your hand. 

Please don't misunderstand, I don’t mean that 
cooperating units must be stacked together-that 
would be a little too Napoleonic—I simply mean 
that you must think of each piece as a part of a 
certain kind of Fighting machine and that you must 
make sure that the other parts of that machine are 
available at the proper range, and not otherwise 
occupied. That is how a combined arms’' oper¬ 
ation works. 

Let me put my thesis in a nut shell: To make the 
best use of your Panzerblitz units you must 
consider not only the material factors printed on 
each counter but also a “social” factor-how they 
work together and occasionally a “morale” factor 

what your opponent thinks of them. 

The Static Counters 

The static counters are the least interesting 
counters in the game. Most gamers don’t even 


think of them as units. So naturally they tend to 
be decisive. None of them move, and they are all 
strictly defensive. The only use for them is to 
monkey with the normal terrain; to make pre¬ 
dictable paths for your enemy; to channel his 
attacks. 


1. Fortifications 



Forte: Defense factor. 


Foible: Movement factor. When you deploy a 
fortification it stays deployed. You can’t retreat it 
if your enemy concentrates on it; you can’t send it 
elsewhere if you misjudged the direction of his 
attack. Therefore, deploy carefully. 

Threat: Channelizing. Expect an enemy to go by 
some other path. 

Pals; Heavy artillery, inside the fort. An infantry 
unit outside helps to make things rough on dose 
assaulters. It also prevents vehicles from moving 
over the top of the fort. 

Natural Enemies: Heavy artillery supporting 
infantry assault. 

Probable Fate: Survival. You may lose one fort in 
a game; if you lose two, you are doing something 
wrong. 

Loss: Demoralizing, For 2 reasons; (1) When you 
lose a fortification you generally lose something 
else with it, possibly as many as three other units. 
(2) When you lose a fort you often lose a 
geographical advantage: The fort guards a crucial 
hill or bars an attack corridor. 

Deployment: Hilltop hexes. Covered positions are 
a nasty trick, since moving adjacent to forts in 
order to spot them is work for suicide squads. 
Uncovered positions are temporarily tenable, but 
eventually your opponent will master enough force 
to do you in. 


2. Blocks 



Forte: Permanency. There’s no way your enemy 
can get rid of them once they are placed. 

Foible: Porosity. Eventually your enemy can move 
through a block. 

Threat: Channelizing. No one will move through a 
block if he can find some other way. 

Pals; Artillery, to give covering fire. 
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Certain Fare: Survival. 

Deployment: Roads in rive open and as slope 
hexes. Don't put blocks on lateral roads between 
or behind your own lines* It louses up your 
communications and makes it hard to reinforce 
threatened sectors* 



Forte: Attack factor. A sure 2-1. 

Foible: Movement factor. 

Threat: Channelizing, 

Prey: No one. Who's crazy enough to move into a 
minefield be can see? 

Range: 0 hexes. 

Execution: Eternal dispersal* 

Pais: Artillery* Always cover your minefields 3f at 
ail possible; you want to blow him away before he 
gets lucky and rolls a six. 

Enemies: Engineers. 

Probable Fate: Survival. Rarely does one gel pasta 
mine* Rarely can one destroy it. 

Loss: So what? No cost in victory points. No loss 
of face. 

Deployment: In the open if possible* Gullies are a 
particularly good place* fry to form continuous 
lines of mines and green hex sides. 

Historical Note: Mine counters haven't much 
glamour, but don't underrate them. The combi¬ 
nation of the mine and the hand-held Infantry 
anti-tank weapon ended the blitzkrieg sometime in 
1942-3. The presence of 6 mines in your OR 
should be far more important than a half dozen 
Jgpz Vs. That's why scenarios 1 and 6 had to be 
rewritten* 



Forte: Permanency. 

Foible: Cosl to Deploy. 

Threat: Channelizing, On a road a wreck works 
more or less like a block except that you can 
deploy it during the game if you have the spare 
armored unit to sacrifice. 

Pals: Artillery to cover. 

Natural Enemies: None. 

Certain Fate: Survival. 

Loss: Impossible. 

Deployment: The damnedest thing about wrecks is 
that positioning often works against you. There are 
lots of helpful places for deliberate wrecks, on road 
hexes mostly; but those accidental wrecks left over 
from an attack you didn’t quite calculate right are 
terribly annoying. Two wrecks, and a hex js 
forbidden to Russians; three wrecks and Germans 
can’t stay there either. If you mix too much armor 
into your assault force you stand a good chance of 
making a second breastwork around your enemy's 
position* 

A 

Jl 

Ami-Tank Artillery 

The Panzerblitz anti-tank gun is in a bad way. 
Historically, the advantage of the A/T artillery was 
that it was low to the ground and easy to produce* 
But here no real concealment is possible, and the 
A/T gun is worth as much as anything else In the 
victory conditions* An opponent is never surprised; 
he either goes around, if he is weak, or attacks, if 
he is strong. Accordingly the A/T guns are most 
difficult to deploy effectively. 


S. Russian 45mmA/T 
Forte: Attack factor. 

Foible: Range, 

Threat: Channelizing, 

Prey; Vehicles* On the offense the Russian will 
have a lot of these weapons straggling along behind 
the tanks. Trying to find offensive tactics for A/T 
guns is historically weird and about the most 
difficult thing in the game. I have found 4 
offensive uses; (1) To count for units across some 
line in the victory conditions, (2) To guard 
exposed Hanks of an aitacking force. (3) To 
infiltrate the enemy line in halftracks or trucks and 
then deploy to delay retreat, (4) To surround and 
contain bypassed targets while the real warriors 
push on. Notice thai the last 3 uses are really 
defensive actions as part of an offensive strategy. 
Likely Range: ! hex. 

Expected Execution: About 1/3 chance of dis¬ 
persal, Most of the time the best you can hope for 
is to slow your enemy down a little, (I figure this 
category on the basis of Selective Attacks for fire 
weapons on the most common target, A combi¬ 
nation attack is rarely profitable and then only for 
large weapons firing on weak targets.) 

Pals: Infantry to ward off close assaults. Heavy 
artillery for covering fire. Trucks for "offensive” 
use. Carts for reserve. 

Natural Enemies: Infantry* With an A type weapon 
and a low defense factor, a lone A/T has little 
chance against infantry. 

Probable Fate: Death after a short delay. The first 
tanks to reach a 45mm may only disperse it, or 
may even be dispersed by it. Rut the infantry will 
surely close assault it when they come up, or a 
herd of tanks will overpower it. When you deploy a 
45mm, expect to trade it Tor a little time. 

Loss: Shruggable. 

Deploy mem: Woods hexes where the enemy is 
likely to travel. Not alone in town hexes that 
quadruples vulnerability to tank attack. Don't 
bother deploying on hill tops; this weapon hardly 
has the range to reach dow n the slope. 
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6. German 50MM A/T: Russian 57mm A/T 
Foric: Attack factor. 

Foible: Range. Better, but still inadequate. 

Threat: Channelizing. 

Prey: Vehicles. 

Range: 1 hex. 

Execution: 1/2 chance of dispersal. 

Pals: Infantry and trucks. 

Enemies: Infantry. 

Fate: Death after a delay* 

Loss: Shruggable* 

Deployment: As 45mm A/Ts. 

Historical Marker: Hie German weapon is the 
5.0cm Pak 38, successor to the 3.7cm Pak 36 with 
which they started the war. The Russian weapon is 
late second generation A/T gun similar to the 
British 6 pdr. 
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7, German 75mm A/T; Russian 76.2 mm A/T 
Forte: Attack factor. 

Foible: Defense factor. 

Threat: Channelizing. 

Prey: Vehicles* 

Range: Either I hex or 5-6 hexes; seldom in 
between. 

Execution: Dispersal, with normal luck. 
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Pals: Forts if available, also mines and blocks. 
Infantry a hex or Iwo in front* 

Enemies: Infantry. 

Fate: Death after a delay* 

Loss: Annoying, For the Germans especially, such 
a loss is tolerable but represents a definite decrease 
in fighting power. 

Deployment: Woods hexes on hill lops or in the 
Hal. When the Russians are wealthy in artillery 
they might consider deploying a 76.2 mm A/T 
behind and above a 45mm A/T; ihc 45 will do the 
stopping/spotting and the 76.2 will do the heavy 
hitting. 

Historical Marker: The German weapon is the 
7.5cm Pak 40. big brother to the Pak 38. A good 
gun hul too heavy. The Russian weapon is a 
puzzle. Aberdeen Proving Grounds has a number of 
specimens of 76.2 nun artillery* some labelled field 
artillery and some labelled anti-tank, all slightly 
different* But as far as I can tell from what 1 have 
read — there was really only one 76.2 gun- 
howitzer. a field artillery piece* and since this 
weapon served a dual purpose., the Russians built 
no anti-tank gun in this caliber. The German 
infantrymen called the gun a “Crash-Boom” and 
held it in some respect. 


8. Gentian S8mm A/T 
Forte: Attack Factor and range. 

Foible: Defense factor. 

Threat: Pressurizing* The 88 tends to hinder 
movement in the enemy backfield and to lean 
pretty heavily on any concealed position: Once an 
88 is trained on you* you have to fear every 
potential spotter. 

Prey: Everybody. The 88 made its reputation as a 
tank killer* but it worked well against ships, planes, 
infantry, and artillery. Some gamers forget this and 
save their 88s for the tanks alone* It's a mistake: 
the 88 is worth firing at anything jt can spot. 

Range: 4-20 hexes. Whenever enemy infantry gets 
closer than 4 hexes, toad up and move back* Being 
a German with an 88 is like being a tall boxer with 
long arms; you can hold the short guy off with a 
hand on. his forehead while he w r ears himself out 
swinging at the air. Don't let him get close to you; 
he might land a punch* 

Execution; Against hard targets, a kill at dose 
range and a dispersal at long range. Against 
infantry* half a chance to disperse out to 20 hexes 
- an 88 makes for a slow approach march. 

Pals: One halftrack, to get on and off hills in a 
hurry* Rifle platoons to do the spotting. On 
defense* fortifications, mines and blocks. 

Enemies: Russian infantry. When you see that the 
Russian has enough vehicle-borne infantry dose 
enough to rush in and swamp you with troops, it's 
time to limber up. If you wait for the rush it’ll be 
too late. 

Fate: Decided by battle. An 88 can be killed, but 
not quietly. A massive tank attack will kill, with 
high Russian losses. An infantry assault will also do 
it in, but Ihen the German has a chance to pack up 
and get out, or to reinforce for a fight. 

Loss: Shocking, Because of its fame and high 
combat value, the German player may become 
depressed or disinterested after he has lost an 88, 
Then again he may not be historical: he may think 
88 is a turntable speed. But watch for the signs of 
shock anyway* and if you detect them attack 
harder, take a few more risks. You may be favored 
with a careless blunder or even a resignation. 
Deployment: Woods or town hexes* on hilltop 
hexes* if possible; wherever you find a long field 
of fire. 
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Howitzers and Hak 




Historically, howitzers are the great killers. the 
weapons that do most of the blood letting. In the 
game this is not true — but most of the game 
scenarios take place away from the front lines, 
where the howitzers are at the disadvantage of 
their low mobility, entailing the smaller ammuni¬ 
tion supply which they can haul around atid the 
resulting lower rate of fire. In the scenarios where 
the line has had a little time to consolidate the 
howitzer comes a hit more into iLs own. (of. 
scenarios 5, 8, 12) 

Flak is a anomaly. There are no Sturmavi ks in 
Panzerhfirz f so flak can never be used in its primary 
role. In effect the flak units are converted to 
howitzers and operate in the same manner - a use 
which made the real-life flak commanders tear hair 
out by the handful In the German army particu¬ 
larly. the anti-aircraft people had to battle con¬ 
stantly to retain or regain their weapons for air 
defense. 


9. Russian 12.7min MG 


6 I 6 



Forte: Attack factor. Large for a small cheap 
weapon. 

Foible: Weapon class. An T weapon can't do much 
against tanks. 

Threat: None. Most likely no opponent will give 
the presence or absence of this unit a second 
thought. 

Prey : Infantry. 

Range: 1-6 hexes. You might as well let an 
attacking German come get you: saving the piece is 
a waste of time and effort unless every other unit 
has already been evacuated. 

Execution: Half a chance of dispersal. 

Pals: Infantry and one class “A" weapon. The 
12.7mm is an infantry support weapon, and should 
be sited above and behind the infantry with at least 
one A/T stacked with it or close by to ward off the 
tanks the I 2,7 can't hit. 

Natural Enemies: Tanks. 

Fate: A quick death if attacked. The best you can 
hope for is that this unit will block an important 
hex for a crucial turn. If it does, don't badmouth it 
for dying. 44 De mortuis nil nisi bonum” 

Loss: Shruggable. 

Deployment: A good place for this weapon is on 
the shoulders of a main artillery position. F : or 
example: with a heavy artillery piece on JM4. you 
might site a 12.7 on 1N5 overlooking the woods 
where an infantry attack is likely to come. 

Historical Marker: Is this weapon the U.S. ,50 cal. 
Browning machine gun shipped to Russia as part of 
Lend-Lease? Or is it one of those ghastly, wheeled 
machine guns the Red Army was always lugging 
about? The poor mobility would imply the latter. 


10, German 20mm 
Forte: Range, 


4 ft 10 



FoibJc: Movement factor and defense factor, as 
always with artillery. But the weak attack factor is 
the real problem. 


Threat: None. 


Prey: Transport and transported units. Note that 
the attack factor i$ just big enough to do in 
anything being carted around. Your opponent may 
not lose much that way, but he will have to be 
careful to run from cover to cover within your 
range. And of course this is a good unit for adding 
that Iasi factor needed for a 4-L 
Range: I -10 hexes. Not worth moving. 

Execution: Kill - if you gel to shoot. 

Pals: Trucks for offense. A/T for defense. 

Enemies: Tanks and Infantry. 


Fate: A quick death. Possibly without firing an 
effective shot. 


Loss: Shmggable, 

Deployment: As with all weapons in the category 
of artillery: towns, woods, forts only. Never in the 
open. The simple 20mm is another good weapon 
for the shoulders of a heavy artillery position, 


i 1. German 20mm quad 
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Forte: Attack factor. Tills is not the same weapon 
as the single 20mm, Twice the number of 20mm 
barrels more than triples the attack factor. 

Foible: Defense factor. 

Threat: Pressurizing. 

Prey: Infantry. 

Range: 4-10 hexes. 

Ex ecu t ion: Dis pe rsal half the ti m e. 

Pals: Trucks. The A/T gun which the single 20mm 
needs is not necessary here because the greater fire 
power of the quad is a protection in itself. 

Enemies: Russian Infantry. Against a close assault 
you will not have the chance to intensive Are. 

Fate: If attacked by infantry, a quick death. If 
attacked by tanks, a possible Parthian shot, pro¬ 
viding you use the intensive fire rule. (I recom¬ 
mend it.) A single T-34 may still cost you the 
quad, but the quad will take the T-34 with it when 
it goes. Large II class sveapons tend to be vindic¬ 
tive. 


Loss: Annoying, There will be a gap. 

Deployment: This weapon is heavy enough for a 
main artillery position. U can serve as the principle 
armament of a fort. 



2 H 12 ! 
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12. German 75mm Howitzer. 


t 1 ■- 

Russian 76.2 Howitzer 
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Forte; Range. 

Foible: Attack factor. Never enough. 

Threat: None. 

Prey: Transports and artillery. Another good 
weapon for factoring up to 4 to I. 

Range: 1-12 hexes. Unless you have ample ad¬ 
vanced warning of an attack these weapons are too 
small and cheap to worry about limbering up and 
rescuing. Since they are the last thing anybody 
worries about saving, they will often fight until the 
enemy gets right up to the gun barrel. 

Execution: Dispersal half the time. This makes it 
wasted effort to shoot at transported units if you 
don't suspect your enemy of wanting to dismount 
them right away. 

Pills: Carts for reserve: Trucks, for offense if you 
have plenty, A/T guns. 

Enemies: Tanks and Infantry. 


Fate: A quick death. 

Loss: Shmggable. 

Deployment: Shoulder positions. If you are using 
these howitzers with carts or trucks as a reserve, l 
suggest placing them to one side of your enemy's 
advance rather than to his front — leave that to the 
infantry and the A/T guns. 

Historical Marker: The Russian weapon may be the 
“Crash-Boom" again in its other incarnation or it 
may be an antique short-barrelled infantry gun. 
The German weapon, is either the 7,5cm leIG IS or 
the 7.5 cm leFK IS, probabjy the latter, since the 
infantry gun would presumably have a little better 
movement capability. 


13. German I 50 mm Howitzer 
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Forte: Attack factor. 


Foible: Range. Rather short for an artillery piece 
of this caliber. 


Threat: Pressurizing. 

Prey: Russian infantry. 

Range; 4-1 2 hexes. 

Execution: Dispersal half the time. 

Pals: A halftrack or a truck. 

Enemies: Russian Infantry. 

Fate: At the hands of infantry, a quick death. 
Faced by tanks, a Parthian shot. 

Loss: Damaging. 

Deployment: This unit is hard to use effectively 
because its short range and low mobility make it 
vulnerable to enemy attack, while at the same time 
the attack factor is a little too large to allow a 
cheerful sacrifice. In a static situation it makes a 
good mobile reserve large enough to add some 
real weight to the threatened sector, with the 
added attraction that the range will be reasonably 
constant. 


14. Russian 122mm Howitzer 
Forte: Attack factor and range. Each as good as 
that of any other Russian unit. 

Foible: Defense factor. 

Threat: Pressurizing, 

Prey: German infantry and tanks. 

Range: 4-20 hexes. 

Execution: Kill, You might even try Combination 
Attack with a unit this size as a delaying tactic. 
You can hope to disperse a stack of German 
infantry every other turn. 

Pats: Russian Infantry well ahead to spot. This is 
true for offense or defense. Tanks can spot also if 
the target is worth the risk. 

Enemies: Infantry. 

Fate: Decided by battle. Life or death after a 
whopping fight, which, the value of the piece forces 
the Russian to make as soon as he notices the 
danger. Expect him to reinforce if he can. 

Loss: Shocking. This unit is a big eye-catching unit 
A Russian player is likely to put it at the core of 
his defense. So if he loses it, his defense breaks 
down a little and so does he. When the Russian is 
on the offensive I suppose the shock reaction 
would still apply; but I have never seen it, because 
few Russians would care to move a piece of this 
size far enough forward to face serious risk. 
Deployment: The main artillery position: the 
woods hex on the hill crest with a wide Held of 
fire. Fortified if possible. 

Historical Marker: Why can't these big batteries use 
indirect fire? Surely they had the equipment. 

Mortars 


40 H 20 

w I ** 

1 tT 0 


When 1 talk about mortars I always assume that 
the Indirect Fire Optional is in effect. Otherwise 
mortars would be like any other artillery, and CPs 
would be a useless liability, as they are in scenario 
L The beauty of the mortar is that it is a high 
trajectory, low velocity weapon small enough to be 
hauled around easily and capable of hitting targets 
without exposing itself. 
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15. German 81mm. Russian 82mm Mortars (both 
motorized and foot) 

Forte: Movement factor. These units are the only 
artillery units which can move around on their 
own. Their range is also very good lor their size. 
Foible: Attack factor. 

Threat : None. The small mortars are like sniper's 
rifles firing from hidden positions. If the enemy is 
going to overlook any unit, it's likely to be a 
mortar. With their ability to change positions 
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constantly, and their relatively long range* it’s a 
strain to keep track of the field of fire of an 
enemy's mortars. 

Prey: Transport and transported units. It is alto¬ 
gether too easy to forget when there is an infantry 
counter loaded under the tank counter which has 
ventured out from cover. That infantry counter 
becomes a perfect mortar target, A mortar is also a 
good weapon for factoring up to odds. 

Range: 3-1 2 Hexes - hut most of the shooting will 
be done at the longer ranges, The small mortars need 
not limber quite so soon as other artillery, because 
they can often retreat a hex or two to the 
protection of another unit. 

Execution: Dispersal, A second unit usually will be 
necessary to make the kill. 

Pals: CPs and a truck. Infantry, to keep enemy 
infantry at bay* Mortars get along well slacked 
with or close by a larger artillery piece: The mortar 
provides an all-around defense and can contribute a 
last factor that will up the odds on the larger unit’s 
attack* 

Enemies; Infantry. Tanks don’t pose as much of a 
problem, since the mortar has a chance to retreat 
before an adjacent tank may fire* 

Pate: Killed if caught. But often these little 
artillery pieces will be surprisingly tough, able to 
retreat one or two hexes before they are finally 
cornered. And most of the time they can count on 
a larger unit intervening to save them, l ess mobile 
artillery does not have this safety margin. 

Loss: Shruggable* 

Deployment: Mostly hilltops - Never alone in 
towns, as they quadruple vulnerability to class A 
weapons and are hard to retreat out of as well. 
With a CP unit in hand the possibilities of 
deployment are marvelously increased* Any posh 
tion hidden from the enemy will do: Woods on the 
ground level, gullies, reverse slopes. Hidden clear 
terrain is temporarily possible, but not wise If the 
enemy has any armored vehicles at all. 

24 M20 


I h. Russian I 20mm mortar 
Forte: Attack factor. Range, 

Foible; Defense factor, 

Tli re a t: Press u r i zi ng. 

Prey: German infantry. 

Range: 4-20 hexes. 

Execution: A kill half of the time. 

Pals: CPs, a truck for the offensive. Infantry and 
tanks to the front to spot. 

Enemies; German infantry* 

Fate: Decided by battle. Another fine Soviet 
artillery piece, much better than the German 
weapon, which Ivan wilt have to put up a fight for. 

Loss: Damaging, Almost shocking, but mortars 
don’t get much glamour. 

Deployment: Main artillery positions* There’s not 
much point in kidding around with this piece in 
gullies and such, even if you do have some CPs. 
The Russian Is often artillery-hungry* and finds the 
120mm mortar a handy direct-firing companion 
for the 122mm howitzer* If lie wastes a large 
weapon in an indirect-fire position, his chances for 
interlocking fields of heavy fire are much de¬ 
creased* 

Historical Marker: [f you design your own sce¬ 
narios, you should plan to have a I 20mm mortar in 
half of them. When the Russians were almost 
overrun in 1941 they lost much of their artillery; 
the big mortar - cheap, simple to design and to 
operate, quickly emplaced and potent - became an 
essential portion of the Soviet artillery arm for the 
rest of the war. 


I 7. Germ an 120 m m m o r la r 
Forte: Range. 

Foible: Attack factor not quite big enough. 
Hi rcat: Pressurizing* 


YS M 20 


Prey: Russian infantry. 

Range: 4-20 hexes. 

Execution: Dispersal half the time. 

Pals; A truck or halftrack; tanks or infantry 
forward to spot. And CPs, of course. 

Enemies: Infantry, 

Fate: The quick death or the Parthian shot. A fight 
for this unit’s survival is unlikely. If the German 
has many other units* he will probably have a 
Wespe or a Hummel, making the mortar less vital. 
If he has only the long range mortar, his force will 
probably be too small to allow a fight. 

Loss: Damaging. Particularly when this unit Is the 
German's only major artillery piece. 

Deployment: On defense, a good reserve unit. On 
offense* a fine unit for deploying in static positions 
to hold a door open or to destroy an opposing 
artillery piece once il is spotted. 


IS. CPs 
Forte: Range. 



1 w tj 


Foible: Move men l factor and defense factor. One 
would think 6 guys and a radio could move around 
pretty well, and conceal themselves well, too. 
Threat: Pressurizing. It is not pleasant to have 
someone watching your every move. 

Prey: Anybody* but mostly soft targets. 

Range: On a clear day you can see forever. 
Execution: Depends on the type and number of 
weapons tied to the system* 

Pals: A truck or halftrack, SPA’s and mortars. A 
large A/T gun deployed close by is also very 
helpful 

Enemies: Infantry and tanks. 

Fate: A quick death if alone. Otherwise the unit’s 
fate rests on the outcome of the battle for the 
position* 

Loss: Shruggable (?!) A CP has no glamour at all 
Actually with its capability for lying widely 
separated weapons into one system, and its high 
victory point value in some scenarios, the loss of a 
CP ought to be considered more damaging but 
nobody ever seems to feel that way aboul it. 
Deployment: Covered hilltops with good views. 
The historical positioning Is forward of the artil¬ 
lery* and there is some merit to this disposition in 
the game, particularly when tied in with SPA’s* 
which can’t use the CP at short ranges* CPs are 
easily destroyed if caught alone* but then the 
enemy has still to deal with the gun itself. In 
effect, a forward deployment gives the gun two 
lives, A position in the rear has its merits also: The 
vulnerable CP is protected, and the mortar or SPA 
may move forward in dead ground to extend its 
range. 

Historical Marker: Judging by function, these CPs 
are really OPs. Whoever named them deserves KP. 


I 

I I I H Infantry 



The infantry unit is the most economical engine 
of war which can be built from the raw materials 
of conscription. Everything else requires a lot of 
time and fancy hardware* Remember this if you 
design your own scenarios, and don’t burden the 
board with a plurality of tanks. 

The odd thing about infantry is that while it 
seems vulnerable, being composed of soft-fleshed, 
unarmored humanity* it is reajjy the toughest force 
available. When the front solidities it takes infantry 


to blow it apart again. When a strong point holds 
out, it is wasteful to send the tanks toward it; 
infantry will be cheaper and possibly more ef¬ 
fective. And when ground has to be held the best 
holders are infantry. Panzerblitz shows all this 
rather well, and also the chief defect: Infantry is so 
slow. Even when you carry your troops on trucks, 
it rakes a while to rally the boys and mount them. 


19. Engineers 
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Forte: Unit type. That horizontal E is far more 
valuable than any of the factors, because it allows 
the deadly increase of effectiveness in close assault 
that is an engineering specialty. 


Foible: Attack factor. Too small when the unit is 
alone. 


Threat: Mobilizing, most of the time. That is to 
say* when you see an engineer unit in company 
with infantry approaching your position, the 
tendency is to move out so that the close assault 
which is coming will have no target. Now* some¬ 
times the opposite will occur, and the threat will 
be Antagonizing: An important artillery unit, say a 
Russian 122mm* wall be caught unlimbered by a 
dose assault force assembling under cover two 
hexes away. If the Russian unit limbers, both It 
and its transport will die in the attack. So a 
desperate Russian wilt bring in something nasty, 
like a Guards company* to bolster the close assault 
odds and provide a counterattack* In this case* 
Instead of producing a retreat the threat of a close 
assault will produce a terrific fight. You can judge 
which will happen by the value of the immobile 
unit threatened. 

Prey: Artillery. 

Range: Adjacent* Close assault is the preferred 
weapon for infantry. You aren’t bugged by types, 
ones can be Heaven, and if the thing doesn’t work 
you can try a bit of spotting next turn. A dose 
assault by engineers against a unit in the open ts as 
good as a tank attack* 

Execution: Dispersal is certain* an eventual kill is 
likely. 

Pals: Fellow infantryman, plus a fast tank or 
halftrack to ride on. 


Enemies: Artillery and assault guns. 

Fate: Blown away by fire* Engineers are a prime 
target, and always seem to be the first to go, 
particularly Russian Engineers* who are not much 
weaker than German Engineers in concrete terms 
but are a good deal weaker in relative terms. 
German Engineers are the strongest of the German 
infantry units* and so in a stack they have some 
protection from selective attack. Not so Russians, 
who are almost the weakest of their kind. 

Loss: Damaging* Sometimes one badly needs engi¬ 
neers, especially where minefields are encountered; 
in those special situations the loss of an engineer is 
a hard blow. 


Deployment: Infantrymen love woods, and engi¬ 
neers love being close to other infantrymen. Don't 
pul engineers in towns* and don’t leave them alone* 
An engineer and a few infantry in trucks make an 
excellent reserve for defensive positions - a real 
hole p lugger. 


20* German Security and Russian Reconnaissance 
Units 


Forte; Defense factor. 

2 1 4 
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Foible: Attack factor. 
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Tinea 1; Mobilizing, 
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Prey; Artillery* 

Range: I hex. I’ve never found the German range 
factor to be any sign ill cant advantage for security 
units. 

Execution: Dispersal half the time* 

















PAGE 7 


THE GENERAL 


Pals: Artillery, to shoot whatever these units spot. 
Tanks make pretty good transport; these units 
aren't much more vulnerable riding on a lank than 
footing it. 

Enemies: Tanks and larger infantry units. 

Fate: Blown away by fire. 

Loss: Shruggable. Expendable units. 

Deployment: On offense, spotters to be directed 
against the enemy's secondary artillery positions. 
Good sacrifices for overburdening. On defense, 
best place these units with important artillery 
pieces to give a little protection against dose 
assault. 

Historical Marker: Both these units are curious. 
The Germans used a hodge-podge of new recruits* 
veterans on leave, foreign volunteers* and local 
levees for security; i suppose Panzerblitz security 
units are vaguely representational, in that they are 
weaker than front line troops. The Russian recon¬ 
naissance troops were often an elite group: but in 
the game reconnaissance is not really necessary, 
since both terrain and enemy positions are known. 
So the Russian elite troops wind up looking much 
like the German second line: just weaker infantry. 
The arms of both units appear to be the same as 
the arms of more powerful units on their respective 
sides, and it is not clear to me why the ranges vary. 
Perhaps the ranges of ah the infantry units in the 
game arc a sort of average, depending on the mix 
of automatic weapons and rifles. 
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21. Russian Rifle and Guards Companies 
Forte: Defense factor. 

Foible: None beyond the general disadvantages of 
infantry, 

Tlireal: Mobilizing/Antagonizing. 

Prey: Artillery. German infantry platoons. 

Range: 1 hex. The Guards Might have a rare chance 
to fire at full range now and then. 

Execution: Dispersal. 

Pals: Trucks and tanks for transport. Artillery to 
his spotted units. 

Enemies: What, me worry? 

Fate: Occasional dispersal. Except when these boys 
tangle with a Wespe or a Hummel, Lhey can expect 
to survive the game. Or course an oversight can 
always lose you one if you expose the unit while 
being transported. 

Loss: Annoying. It would be damaging, except the 
Russian has such a store of these that losing one is 
not thal serious. Still, they are hard to move up to 
the front, so the Russian would he advised to keep 
track of how many he has lost. If it is too many 
the Russian will be hard put to attack or defend. 
Deployment: Almost anywhere. A superb unit for 
a static line. In advance against weak German units 
with little armor it is feasible to move right out 
into the open — but calculate the German’s 
strength carefully. Mess up* and the infantry will 
be shot up by a battery of Wespe's or crushed in a 
multiple overrun. In a retreat one of these units 
makes a dandy road block* holding out for a 
couple turns even when surrounded. The Guards 
may die but they never surrender. 

Historical Marker: The flesh of the Red Army. 
Tanks are only the bones. Too often in '‘Scenario 
13” the Russians go into battle with the skeleton 
of a giant. 


22. German Rifle Platoons 
Forte; Defense factor. 

Foible: Attack factor, Not enough to do battle 
with a Russian company, as they are often asked to 
do. 
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Beyond Situation 13 


MORE PANZERBLITZ SCENARIOS 
by 2nd Li. Robert D. Hannon 


PANZERBLITZ has inspired a rash of “Situ¬ 
ation / variants , many of which have appeared 
in this magazine. Many of these variants - to tali 
them what they are — have requited the players 
to make counters; the Orders of Battle often look 
like they've been drawn from a revolving drum . 

Here , we offer twelve situations — something 
for everybody . All are reasonably plausible; all 
are geared to one set of counters — they're ready 
to be played. The "mini-game" eon cep t in Situ¬ 
ation 19 consisting of JO or iess units per side, 
played on one board in 8 turns or less nw first 
suggested by Randy Reed but the situations are 
those of Robert Harmon , 



Situation 18 in particular proved useful in 
conducting tactical exercises in Li. Harmon *s 
ROTC unit . They adjusted it to utilize US Army 
tactical doctrine and superior commanders iso¬ 
lated in separate rooms connected only hv field 
telephone , 

Suggested rules for ail situations: 12.7mm 
MG's nmy fire from inside halftracks providing 
neither unit moves during that turn. Also , CP's 
may spot from halftracks but cannot move on 
the turn they spot for indirect fire. 


PanzerBlitz. 
Situation 1 


Map Configuration 


GERMAN REAR AREA RAID; WESTERN BYELORUSSIA 
During and ftftw iht great 193i offertSiras, rherfl would be 
periods when mu stable, clearly-defined from existed, A German 
reconnaissance battalion (reinforced) ha* penetrated Russian linns 
and is now in sinking distance of a Soviet army headqu a Mars. 
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r RUSSIAN FORCES 


The Russian CP represents army HO tit can still spot I; the re con 
companies represent hastily -mobilised HO personnel (clerks, caulks, 
etc.) 

Ent er edge of Board 1 on Turn 1; 
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GERMAN FORCES 


Enter West edge of Board 2 on Turn 1. 
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VICTORY CONDITIONS: 

Award each side the following points for destruction of units: CP: 
13; recon; 3; AFV (excluding halftracks): 2; all others: 1, Double 
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the most points wins. j 

Ger 

mwtslircl 

Turn 

1 

2 

3 

4 

5 

6 

1 

END 

8 






PanzerBlitz, 
Situation! 5 


SOVIET REAR AREA OPERATIONS: MQRSHANOVO 
□ IAG LEVO REGION, VYAZMA SECTOR U 0/2/421 In early 
1942, numerous Russian units WPe cut off in thfr Confused fighting 
around ihfl German sirongbutd of Vyazma, The 1st Cavalry Corps 
and the Bth Airborne Brigade, two such units, managed to evade 
their pursuers and return lo Russian linos in the early summer of 
'43. They owed their survival to the co-operation of partisan forces 
and to captured German supplies. 


Map Configuration 



t£r 


2 

c 

1 


Elements of the 3th Airborne, supported by cavalry-corps and 
partisan formations. Re con & wagon companies represent Russian 
partisans. These may disband anytime during the game when it is 
not within 5 hexes of any German unit, and be regarded OS 
evacuated. No unit may reassemble once disbanded-. No other units 
may disband. Enter Jufn Qn M nrlt , 
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On Board; one each wiihin 3 squares of any 
5 villages: 

VICTORY CONDITIONS: 

Award Russians 16 points for capture and evacuation of CP. Award 
each side points for destruction of units as follows: AFV's {ell} and 
recon: 2 points each; all others (including CP): 1 point each. Double 
the Germed total and Compare to the Russian's, Bide with most 
points wins- Russians can leave board by East or South edges. Any 
Russian units not evacuated or disbanded by end of game are 
considered eliminated for victory purposes. 


The German CP represents the HQ and supplies of the 5th Panzer 
Division, The CP may be captured by CAT attack (X or DU if 
previously dispersed). Upon capture, replace with 1 Russian CP 
counter which may not spot in any manner but can be transported 
normally. The Germans can recapture the CP in the same manner. 
Prior IO its capture by the Russians, ihe German CP may spot for 
indirect fire, 

t* Gnlari. Ad ski or Grabyosh: Bed nos!: On Board in GpusiOtchenia; 
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Enter Turn 2 on East edge; 


Enter Turn 3 on East edge: 
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Til real: Mobilizing. 

Prey: Artillery. 

Range: 1 hex or 5-6 hexes. German riflemen have 
rather a dandy range: if you are looking for that 
last attack factor, don't overlook your rifles. 
Execution; Dispersal half the time. But that means 
a kill if Wespe and Hummel are around. 

Pals: Tanks, not only as transport but as a bolster 
to defensive power. Other German infantry. And 
of course, the SPA's, 

Enemies: Russian infantry companies. And 

SIM 52V 

Fate: Blown away by Fire - from heavy artillery 
only, German rifle platoons can hold out a long 
time in a sea of Russian tanks, but when the 
Russian infantry comes up expect to be dispersed 
immediately and eliminated a turn or two later. 
Loss: Damaging. German infantry are seldom 
many, and often they are vital to any counter¬ 


attacking or defensive blocking functions. 
Deployment: In wooded areas, blocking roads. Not 
in towns alone. 

Historical Marker: Some players mistake the 
quality of German infantry, i have said that the 
foible is the attack factor; but that is not strictly 
true: The real flaw is the three little docs over the 
infantry symbol. German platoons are simply 
outnumbered 3-1 by Russian companies; players 
who do not take unit size into account do the 
German rifle units grave injustice. To see how good 
they really were, stack three units together to 
make a company. You get a unit like this: 


9 I 6 
24T, e 1 



When you have plenty of infantry units to go 
around, ! recommend maneuvering in companies 
rather than in platoons. This is a little clumsy, 
since you have to break the company up to 
transport, and the Germans can never put as many 
men into a single hex as can the Russians; and to 
make matters worse the company is always vulner¬ 
able to piecemeal destruction — but not by dose 
assault. In an infantry action alone between equal 
forces (i.e., a ratio of 3 German counters to one 
Russian) you can count on the Germans getting the 
upper hand. Alas, the game is mostly post- 
Stalingrad and post-Kursk, and German parity in 
infantry is a thing long past. 


23, Suh m ach me gu n un i Is 
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Forte: Attack factor. 

Foible: Defense factor, if only because the SMGs 
are the weakest infantry in the stack. Otherwise 
movement factor. 

Hirea t: M o bilizing/a n tagonlz ing. 

Prey: Artillery. And infantry for the Russian, 
Range: I hex. Close assault is the name of the 
game. The German range advantage is usually 
worthless* 


Execution: Dispersal. 

Pals: Tanks. These are the boys to do the old 
panzerblitz assault trick. Halftracks are also good. 
The Russian T-34 carrying SMG is the most 
fearsome combination on the board - expect to 
see it often - because the T-34 provides what the 
SMG most lacks, mobility, and the SMG has the 
close assault capability the T-34s need to remove 
road-blocks. 

Enemies: Towed and self propelled artillery. 
Assault guns. For the Germans, Russian infantry. 
Fate: Blown away by Are. Generally while being 
transported. 

Loss: Damaging, particularly for the Russian. The 
Germans may expect to lose some SMGs but they 
can do a fair job with their superior tanks alone. 
The Russians need the combination. 

Deployment: Not in towns alone. Good reserve 
units with transport. Best of all in the forefront of 
the attack. 


10 1 3 

8 "HT3 


24 Cavalry 


Forte: Attack factor. The best close assault 
weapon in the game. 

Foible: Movement factor. Cavalry is weird. As long 
as everybody’s on foot, cavalry is the fastest 
infantry around. But in a motorized army the 
cavalry can't keep up. Not being able to mount in 
trucks makes the cavalry useless in pursuits and 
dead in retreats. 

Th rea t: M obi I izing/ a n tago n iz i n g. 

Prey: Artillery, And German infantry. 

Range: 1 hex. 

Execution: Dispersal, 

Pnlx: Engineers and other infantry. 

Enemies: Artillery, and the tanks which can spot 
for them. 

Fate: Blown away by Fire half the time, generally 
while trying to cross some open space. The other 
half of the time the cavalry never gets into the 
flight. 

Loss: Annoying. There are only 4 of these units, 
and they have rather special qualities. 

Deployment: Not in towns. Woods are a cavalry¬ 
man’s delight, because those pesky green hex sides 
can be ignored, II there is any question of a long 
retreat, cavalry should do the blocking: the units 
will be lost anyway. 
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Historical Marker: These units really do belong 
with the infantry. The effective use of the horse as 
a shock weapon died ai Balaclava (which, World 
War IE freaks, is not a Turkish pastry) and cavalry 
thereafter was best used as mounted infantry, into 
which category the Russian unit falls. Sensible 
cavalrymen fought on Toot: the noble steeds were 
for transportation, like carts. By World War 11 
charges were laughed at by everyone except 
military romantics. 

Transport Units 

Transport is vital to a combined arms force, 
particularly for a force on the attack. Without 
transport neither artillery nor infantry can keep up 
with the ha tile. Now, most Panzerblitz games are 
so short that you rarely see the aftermath of a 
battle, when the survivors have to pick themselves 
up and move along. And so if the transport is all 
shot up. most players donT realize how badly the 
force is crippled. In point of fact. Panzerblitz 
encourages one to be a truck-burner. I find that 
almost all the transport which is lost is sacrificed* 
deliberately sent out to die while spotting, block¬ 
ing, or unloading adjacent to an enemy. None of 
this is realistic, and it might not be a bad idea to 
double or triple the victory point value of trans¬ 
port killed in order to persuade us truck-burners to 
mend our ways. 


25. Wagons 

Forte: Weapons class *C\ This is all that 
their existence. 

Foible: Movement factor, Soooo slow. 

Throat: None. There is an excellent chance your 
enemy will never even notice what your wagons are 
doing. 

Pals: Artillery, almost solely. It isn't worth the 
trouble to transport infantry in carts. The increase 
in speed is minor: the increase in vulnerability is 
terrific. 

Enemies: Tanks. 

Fate: Caught and killed. Wagons “neither have the 
heart to stay nor wit enough to run away." 

Loss: Shruggable. If you have a friend you are 
anxious to alienate, I suggest that, when he 
eliminates a wagon unit early in a scenario, you 
leap up, congratulate him warmly for his general¬ 
ship, and resign the game. He will not miss the 
sarcasm. 

Deployment: Behind a static front, on a road 
junction hex, perhaps loaded with a defensive 
reserve unit. Wagons will rarely have the speed to 
make it across open terrain, so it is best to deploy 
them where there are patches of cover. In an 
advance wagons are sure to be (eft behind: during a 
long retreat wagons may be expended as blocks, 
since they will be caught and killed anyway. A 
road hex on a reverse slope is a good place: a 
wagon there will slow enemy vehicles for 2 turns. 
Of course blocking tanks with horse-carts is a 
Nasty Trick, totally unrealistic; but it is not 
specifically forbidden in the printed rules. 



justifies 


26. Trucks 

Forte: Movement factor. On road. 

Foible: Movement factor. Off road. 

Threat: Pressurizing/Ant agonizing if the 
carry infantry. 

Pals: Infantry or artillery. 

Enemies: Tanks, halftracks, and enemy trucks. To 
trap a truck bent on staying alive it is usually 
necessary to surround it with vehicles and green 
hex sides. 

Fate: Killed if caught. Frequently sacrificed. 

Loss: Shruggable. 


0 C 0 


trucks 


Deployment: Keep trucks on roads if at 
possible. They are safer and more useful there. 


all 
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Forle: Movement factor. And being armored helps, 
too. 

Foible: Defense factor. 

Threat: Pressurizing/ Antagonizing. However 

unrealistically, halftracks are potential spotters. If 
they carry infantry, a wise opponent will be 
uneasy. 

Prey: Immobile artillery. 

Range: ID hexes. Movement distance. 


Execution: Depends on what the halftrack is 
spotting for. Halftracks may also do a little 
up-factoring against soft targets attacked by 
friendly artillery. But let me stress that both 
spotting and firing functions are secondary. The 
business at hand is transportation. 

PaLs: Infantry, particularly 5MG units. Very impor¬ 
tant artillery. 

Enemies: Tanks and halftracks. Trucks may block 
trucks, but halftracks have the capability of 
escaping encirclement with trucks by fire or 
overrun. 

Fate: Sacrificed to spot or to overburden an enemy 
piece. Germans are the real offenders here. The 
Russian is generally a little desperate for transport 


PanzerBlitz. 

Situations 


COMBINEO RUSSIAN OFFENSIVE; SOMEWHERE IN RUSSIA 
(1944). A theoretical situation. Two heavily reinforced rifle 
regiments and nn independent tank brigade trike on a German 
infantry regiment, An illustration ol problems of Unit boundaries - 
and of the inlaniry support caps hi li tie* of certain German armored 
vehicles. 


Map Con f i g u rati on 
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Soviet forces may not cross from one board to another ie.g., from 

hoard 1 to board 2. ate.). They may, however, fire from one board 
to another, 

Russians set up first east of Route SI. 
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GERMAN FORCES 
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Set up west of Rt„ 61 after Russian. 
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VICTORY CONDITIONS 

Award points as follows; Germans gel 1 point for each eliminated 
Russian Unit; Russians get ^ point tor each eliminated German uni I 
rind 1 point for each Soviet unit oft the Wrist edge of the map. 
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PanzerBlitz. 

Situations 


THE MINlGAME APPROACH; THE CONVOY (2/43), A German 
front-line unit is hard-pressed and nurids supplies rind ammunition. 
The relief convoy must reach them through partisan infested 
terrildry. The Germans win if ,dl 5 trucks <which an lully loaded 
and can't bn used tor transport) grit off the board by way of row 
GG. The partisans win d any trucks are destroyed. The swamp Mentis 
are frozen and Considered clear fierce* except al gullies. Any other 
result is a draw, Game Length; S turns, Germans move flrjt. 


M ap Con f i g li rat ion 
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Enter an row A: 


THE MfNlGAME APPROACH; THE CROSSROADS (1/42), The 
first winter on the Eerstrirn Front was one of thinly ifretched lines 
and bitter holding actions, Here r a Russian motorized SMG battalion 
contests a vital road junction with a German fusilier Company. Tha 
Side occupying 2 or more squurris of Bcdnost el the end of the game 
wins. Game Length: fi turns. 
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# GERMAN FORCES 

Sel up on board; 
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THE MINIGAME APPROACH: THE PROBE [6/42L A Soviet r*con 
but I al i On learns more than d bargained for. Award Germans 1 point 
for each eliminated Russian up it; award Russians 1 paint for each 
unit that leaves board by row GG. Any Russian unit still on board at 
end of game is eliminated. Gama Length; 6 turns. Germans move 
first. 
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and lias no halftracks lo spare: a Russian who 
bums halftracks may have difficulty moving his 
infantry away from the road. 


Loss: Shruggable. 

Deployment; In the forefront of the attack - but 
don’t run away front your passengers. 

Historical Marker: The Russian counter may be 
another "averaging 1 " counter rather than a counter 
representative of one type of vehicle. The silhou¬ 
ette is that of a Lend-Lease U.S. M3 halftrack, 
roughly similar to the German Sdkfz 25 L The 


other vehicle listed, ZlS-33, is a halftraeked version 
of the ZIS-5 truck which equips some of the truck 
units. As far as 1 know, neither wheeled nor 
halftraeked version of this vehicle (A Ford imi¬ 
tation dating from the early 30'sS was armored or 
armed. 

Reconna issa nee Veil ides 

All the reconnaissance vehicles in Ptimerblitz are 
German, The Russians had some you might find 
T-7G light tanks and an assortment of armored cars 
still around in 1944 but they had found them to 
be less than useful and were phasing them out. 

In the game you are likely to find the German 
recon units less than useful Everything is known - 
terrain, enemy positions, enemy strength. The 
re con units are not armored well enough to spot, 
and, because lhey are frozen in place during the 
opponent’s move, their speed is no defense for 
them. With their reconnaissance function denied 




Situation 20 


SCREENING ACTION (HYPOTHETICAL). SOMEWHERE IN 
RUSSIA, 1944. Often mi ctatonsive aparalidm. light mob tie units 
such as a rMonriiMHuocfl battalion will be caltftd upon to screen rhs 
ftanks of tine units, or till n gap in their absence. Ideally, the tntltvy 

m these situations will be belayed by firepower, without decisively engaging the defense. 
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Map Configuration 


RUSSIAN FORCES 


A Soviet Uflk brigade, backed by motorired infantry seta up first on 
board 1, o n □ r east of row Z. 
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VICTORY CONDITIONS: 

Award Russians 1 paint for each unit moved pff west edge of board 
3, Award each side one point fop each enemy unit destroyed. The 
side with the highest u>i*l wins. 
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GERMAN FORCES 
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A German recon battalion sots up on or west of row V on board 1 
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PanzerBlitz. 

Situational 


PANZER DIVISION IN DEFENSE. MAGNUSZElN. POLAND 
(8/8/44). After the collapse of Army Group Center, Russian mini 
made deep inroads into occupied Poland, same reaching as tflf AS the 
Vistula River, The 2nd Tank Army crossed al Magnus tmv 
(pronounced MAG-noo-shevI and was stopped hy the 19th Poorer 
and Herman Goar mg Division* - 40 mite* $E ot Warsaw, gripped by 
a major Polish uprising. 
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RUSSIAN FORCES 


Assault elements of iho 2nd Tank Army eniet from 
East edge. 
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VICTORY CONDITIONS: 

Award each side 1 point for each enemy uni| destroyed. Award 
Russian 10 points each for clearing Sednost end/or Gpu&iotchania, 
Highest point total wins. 
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GERMAN FORCES 


Bailie Group of the Herman Goer mg Division sets up first on boards 
Zand 3. 
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them, all they can do is harass, block, and 
transport friendly units. 



Nata the difference between the actual Lynx itopl and the Pzkw 
ill I be taw I which it is falsely labeled In the Campaign Analysis 
booklet. 



Foible: Attack factor. The weakest attack factor in 
the game. 

Threat : Very little, A Panther or a halftrack can go 
wherever a Lynx can. 

Prey: Russian transport. 

Range: 9 hexes. 

Execution: Dispersal half the time, unless you 
overrun, and if that leaves the Lynx out in the 
open someone will blow it away. Not worth doing 
unless whatever was in the truck was very valuable. 
Pals: Infantry carried as a passenger will help the 
blocking function. 

Enemies: Russian tanks. 

Fate; Sacrificed for spotting/ overburden. 

Loss: Shruggable. If the German is at all daring 
with this piece, lie may expect to wind up with a 
missing Lynx, 

Deployment: As far forward as possible. 

Historical Marker; Contrary to what the Campaign 
Analysis book tells you, this vehicle is not a PzKw 
III It is a PzKw II Ausf L, The designation was 
later changed to Panzerspanwagen II to indicate 
that its function was strictly reconnaissance In 
mid-1943 the Germans finally gave up on scouting 
tanks and ceased production of this vehicle. 


29. Sdkfz 234/1 

Furie: Movement, This is the fastest unit in the 
game. 

Foible; Attack factor. 

Threat: Pressurizing/Antagonizing. The dandies! 
trick to pull with tills unit is to slip through your 
opponent's lines and take up some ambush position 
on the other side where you can block reserves, 
delay reinforcements, and generally annoy. Often 
when you do this, your opponent will feel insecure 
enough with you back there to form a huming 
party to attempt to trap the armored car, thus 
pulling in reserves needed elsewhere and possibly 
creating a weak point. 

Prey: Transport, 

Range: 15 hexes. 

Execution: Dispersal. 

Pals: Another scout car. to insure that an overrun 
will really be effective. Infantry passengers for 
blocking. 
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Enemies: Tanks, 

Fate: Sacrificed for overrun. Eliminated if sur¬ 
rounded. 

Loss: Shruggable. 

Deployment: As far forward as possible. An 
excellent unit for blocking in pursuit or retreat, A 
Nasty Trick, possible also with halftracks, is to sit 
this unit out in the open on a swamp-road hex. If 
your opponent blows it up, the road is blocked. If 
he leaves it alone in the hope that you'll move it, 
the road is still blocked. Unrealistic and unsport¬ 
ing, but legal. 

6 A 5 
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30, Sdkfz 234/2 (Pinna) and Sdkfz 234/4 
Forte: Movement factor. 

Foible: Defense factor. 

Threat: Pressurizing/Antagonizing. 

Prey: Transport. 

Range: 13 hexes. 

Execution: A kill 
Pals: Infantry for blocking. 

Enemies: Tanks. Even these heavily armed cars 
cannot afford to trade salvos with tanks, not even 
if they get in the first shot. 

Fate: Eliminated if surrounded. 


13 A 8 



Loss: Shruggable/shocking !? Some people are 
armored car freaks. 

Deployment: Far forward. 

Historical Marker: These armored cars were heavily 
armed jn the hope that they might protect German 
armored cars from other armored cars. In the open 
desert it might turn out that way. On your 
Panzer blitz board the best use for these units is as 
anti-tank blocks. You will note that these units are 
the equivalent of 50mm and 75mm A/T guns. The 
main differences are the magniflcant movement 
factor and the abominable defense factor against 
tanks* only a fourth as good as a towed gun's. Still, 
they block a tank, and if you assign them that job 
at the right spot and the crucial time, that may be 
good enough to warrant the sacrifice. 



Schwerer Panzer Spah Wagan -*■ 193$ Heavy Armored Recon 
Vehicle 231-233 mode] which was the forerunner of the 234/?. 


Self-Propelled Artillery 

Only the Germans have self-propelled artillery. 
Because of a czarist tradition of close-in combat 
dating back to Napoleonic times, the Soviets 
virtually avoided the development of motorized 
artillery* and remained faithful to the towed gun 
until the end of the war. The strength of the Soviet 
army depended largely on infantry and tank units 
which do not fight effectively at a distance. 
Unquestionably this Soviet doctrine cost them 
something in the way of continuous fire support 
during an offensive; but before you sneer too hard 
remember who won the war. 

The Soviet infantry and tank units, massively 
numerous, form a broad base; the Soviet army may 
be clumsy, hut the destruction of only a few units 
will not shake it. The German army, however, rests 
like an upside down cone on the fire support of the 
self-propelled artiliery. Without the big guns to 
smash obstacles the German's tanks will stall. 


Without the backup threat of shellfire his thin 
defensive lines will be overrun. Therefore, both 
historically and jn the game* the German's SPAs 
are pillars of strength to him - with plenty of 
Slavonic Sampsons loose on the premises. 



50 H 12 


31, Maultier 
Forte: Attack factor. 

Foible: Range factor. 

Threat: Pressurizing. 

Range: 3-12 hexes, most likely at the long end of 
that range. The Nebelwerfer is an odd weapon to 
deploy* since it lacks the sine qua non of self- 
propelled weaponry: i.e„ long range. There is a 
temptation to give it an armored escort and send it 
in to do assault-gun work - but it is so weak that the 
move is likely to be a suicide against any organized 
opposition in strength, The factor which keeps this 


unit in the SPA class is its movement factor; in 
pursuit or retreat, the Maultier is just nimble 
enough to be able to choose its own range. 
Execution: A kill half the rime. 

Pals: Other SPAs. Infantry in front to spot. A 
wirbelwind is handy for up-factoring. 

Enemies: Russian infantry. A close assault will give 
the Mule no chance to kick. 

Fate: Eliminated if surrounded. Since that Isn’t 
easy, the Maultier will probably survive the game. 
Loss: Damaging. 

Deployment: Because of the short range it is futile 
deploying the Maultier in orthodox SPA positions 
on hilltops, if you do, you will likely find [hat 
your targets scurry around carelessly at the end of 
your reach or beyond. Better to give up the 
visibility advantage of height and deploy in cover 
at ground level, closer to the front than other 
SPAs, with as good a field of tire as the situation 
will allow. 


PanzerBlitz. 

22 


INSTALLATION DEFENSE i TARNET, NORWAY 122/10/441. 
Whan Finland dropped out of the war, (he German 20th Mountain 
Army, operating on the Arctic coast, found it necessary to withdraw 
into Norway. Soviet forces did not tntar Finland but did Cross this 
narrow Russo .Norwegian frontier (n pursuit. The Germans, pausing 
to evacuate civilians and material through the port of Kir ken 3 s, 
nearly came to grief whan the city's electric power supply was 
threatened. 


Map Configuration 
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RUSSIAN FORCES 

Advance elements of the Soviet t3lst Rifle Corps outer on East 
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Russian wins by: 1.) clearing the power plant (Hednost) of alt 
German units, or 2.1 cutting both power lines west of the plant 
[along the 2 roads leading Irqm Qcdnost 10 the edge of board ZL 
This is accomplished by leaving a unit on the road - Un inverted — 
for a full turn, When the wire is cut the unit is automatically 
eliminated. The process must be repealed on the other rood, 


■|b german forces 


nr 

Forward units of the 6th Mountain Division set up anywhere < 
board. 
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VICTORY CONDITIONS: 

German wing if Russian cannot fulfill victory conditions. 
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PanzerBlitz. 

Situations 


MEETING ENGAGEMENT: DERBEHCEN, HUNGARY 
{12/10/44). Occasionally during the desperate weeks qf autumn, 
1944, German panzer units found themselves able and wilting ro 
strike back at the Russian onslaught. Armecgruppc Washier, 
reinforced by frfish units from Budapest, pocketed Cavalry- 
Mechanized Group ■'fliyav” near Debrecen. The 6th Guards Tank 
Army si ruck back resulting In one of the wildest melees of the war. 


Map Conf igu rat ion 
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RUSSIAN FORCES 

C-MG Pliyev enters from the West edge; 6th Guards Tank Army 
from East edge. _ _ _ 

C-MG Pliyev 
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6th Guards Tank Army 
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GERMAN FORCES 


Armaegruppe Wpehler i demon is of the 8th Army I set up first 
anywhere on board. 
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VICTORY CONDITIONS: 

Russians win if they have cleared a corridor, 3 hexes wide and 1r» 
of German units, from East to W«t edges. Germans win if ihey can 
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Historical Marker: The Maul tier is an improved 
imitation of a Russian weapon not included among 
the counters - the famed M-13 Katyusha mounted 
on a truck. This weapon is given among the 
additional units in the Campaign Analysis booklet* 
It is almost the only true Russian self-propelled 
artillery* 


40 H 32 

•m 


32* Wespe 
Forte: Range. Highest on the hoard. 

Foible: Defense factor. 

Threat: Pressurizing* The Wespe makes it hard tor 
the Russians to move for great distances. Even 
infantry must hide. Every possible spotter becomes 
a deadly menace. 

Prey: Any Russian unit* 


Range: 5-32 hexes. The Wespe can fight closer, but 
in a mobile situation it is seldom worth the risk. If 
anybody gets that close, just move back and blast 
them. 

Execution: Dispersal for infantry targets* At dose 
range a kill is likely on armored targets, 

Pats: Other SPAs* CPs, Infantry and tanks to the 
front to spot. Self-propelled artillery is almost 
self-sufficient; a few pieces positioned with inter¬ 
locking fields of fire will make destruction of any 
one piece quite expensive* 

Enemies: Infantry, 

Fate: Decided by battle. Expect a terrific fight* 
Dispersal will generally mean destruction on the 
following turn* Russian attackers should keep in 
mind what happens when a Wespe uses intensive 

fire* 

Loss: Shocking* Expect extreme German demoral¬ 
ization* 


PanzerBlitz* 
Situation! 4 


soviet assault on fortifications: balaklava Map Con figuration 

SECTOR (7/6/441, At the and of th(f spring. 1944 campaign in the 
Com Lid, German and Romanian forces warn pushed IntU an 
five i* Ahr mktng ring around Sevastopol. As tha Kriags marina 
attempted to evacuate the 17th Army, the rear guard occupied ■ 
final defensive line just outride lha City. Tha Russian abjective at 
the southern and of the line wits Sftpun Heights, from where artillery 
COUld cover the whole anchorage. 
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RUSSIAN FORCES 


Assault element* ol the Independent Coastal Army set up on board 
1 East of the road running between IAS and fGG&, after the 
Germans, 
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VICTORY CONDITIONS: 

Russians get 1 point for each unit on Hills 13? end 129 at end of 
game (hill I up Ilexes only]. 

Germans get S points for each unit on those hills, Sid* with most 
points wins. 


■|b german forces 

The Gttrrnun Fusilier Company and JagdTigur sGt op uM Hill 132- AH 
Other units sal op anywhere on boards 1 and 3 West nf the Board 1 
road running between 1A3 and IGOJJ, Germans set up first. 
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PanzerBlitz. 

Situation!! 


BLOCKING ACTION: MADQNA SECTOR, LATVIA (22/9/44), 
The collapse of Army Group Canter left AG North branded in the 
Baltic states. A& AG North withdrew into an enclave on the 
Coot land peninsula. Russian spearheads reached out. attempting to 
split the Germans and defeat them in data LI. The worst crisis Came 
when the 2nd Baltic Front smashed the German 10th Carps at 
Madona; a short dash to Riga and I he whole evacuation from 
Estonia and Latvia would be intercepted. 


Map Configuration 
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RUSSIAN FORCES 

A spearhead of the 3rd Shock Army enters on Eastern 
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GERMAN FORCES 


A bailie group of the No id I and Division enters first on West edge of 
hoard. 


16 * 12 

12 ™ 10 

M 1 8 

12 * 6 

12^8 

3 1 6 

0 f. 1 

a nt » 

20*20 

«S,„ 

6 3 

40032 

60H24 

9 

9 

3 

16 

4 

I 

1 

1 



2 H 4 

20420 

*X" 

1 *3 0 

2 COM 

4^0 

0 c 0 

1 ’S? 12 





3 

2 

id 

12 




VICTORY CONDITIONS: 

Award each side 1 point for every enemy unit destroyed. Award the 
Russians 2 points for each unit moved off the Western edge of the 
map. Si:da with the moil poinu wins. 
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pzFH 18 - "Wespe” - mounts a 105 mm gun IL/ZS) an PZ 11 
chassis. 

Deployment: Main artillery positions; Hilltop 
hexes* The Wespe has enough range to deploy on 
open* “bald” hilltops, providing no Russian unit is 
within shooting distance* Be careful with such a 
deployment during mobile retreats it will take a 
T-34 in the target area only two turns' unimpeded 
movement to reach firing range, so an exposed 
Wespe might well have to flee before doing much 
damage. The basic skill in using SPAs is to move 
very seldom so as to spend as many turns shooting 
as possible* Cover is still best for this* 


33. Hummel 
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Forte: Attack factor. Largest on the board* 

Foible: Defense factor* 

Threa t: Pre ssu riz i ng. 

Prey: Everybody* 

Range; 5-24 hexes, 

Execution: A kill half the time. All the time on 
armor at dose range* 

Pals: CPs; other SPAs; infantry and tanks to spot. 
Enemies: Infantry. Close assault will not give even 
a Hummel a chance to fire. 

Fate: Decided by battle* 

Loss: Gott ein Hummel! t The German may resign. 
Deployment: Hilltops with cover. 



PzFH 18M ~ "Hummsl” feature* thicker armor, a largfif gun 
(150mml, and a Pi IV ehassw. 


34, The 
Forte: Range. 

Foible: Defense factor. 

Til rea t: Pre ssu rizi ng. 

Prey: Vehicles* And infantry, if delay is necessary* 
Range; 4-20 hexes. 

Execution: Against vehicles, dispersal at long 
range, a kill at short range. Against infantry there is 
about half a chance of a dispersal. 

Pals: H class SPAs. Infantry to spot. Infantry, 
incidentally, should not ride on any of the SPAs* 
They are vulnerable to fire, and if the SPAs are 
used properly the infantry will never make it to (he 
front where it can be used* 
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THE GENERAL 



JzPz Pdashpm — Tha Rhino mounted an S.Sem PAK [Panzer v*. 
cannon} model 43/1 r L/71 gun mourned on a Pz IV chassis but 
using a Pz 111 transmission. 

Enemies: Infantry. 

Fate: Decided by battle. 

Loss: Shocking, although less shocking than the 
loss of a Wespe or Hummel. But there is only one 
Nashom in the game, so its loss is psychologically 
hard to bear. 

Deployment: Hilltops with cover* 

Historical Marker: I have classified this vehicle as 
an SPA by virtue of its poor defensive capability 
and excellent range. If it is used as a tank 
destroyer, it stands a fair chance of being lost 
without ever using its full capability. However, 
none of the special SPA rules apply; the Nashorn 
cannot use indirect fire, and may make overruns* 
Incidentally, this vehicle uses the same chassis as 
the Hummel Originally the vehicle was called 
“Hornisse” (Hornet); but in early *44 Hitler 
decided that he didn't want his armor named after 
insects. He ordered that the names “Hornisse”, and 
“Hummel” be abolished. Thereafter this unit was 
called the “Nashorn”: the other two were still 
called “Wespe” and “Hummel” — but very quietly * 


Assault Guns 

Assault guns are used against enemy infantry 
positions* Generally they are heavily armored, 
carry low-velocity, high-explosive weaponry, and 
move somewhat ponderously. Their reach is 
generally too short to allow them to double as 
SPAs* The best way to use them is up close* No 
commander can do very wrong if he places his 
assault gun alongside an enemy. 


35. SU-152 



Forte: Attack factor. 
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Foible: Movement factor* 


Threat: Mobilizing, An SU-152 works like a 
bulldozer. You move it up against an infantry 
block, and when it s s your turn to move again the 
block is no longer there, one way or another. 
Prey: German infantry* An SU-152 can also take 
on most German vehicles. 


Range: 1 hex* The most frequent mistake 1 see is 
somebody trying to use an SU-152 like a Wespe. 
It doesn't work that way: Even though the range 
is long for a Russian unit, it is not long enough 
to keep the SU-152 in contact with the enemy at 
a distance. If you station your SU-152 on a 
hilltop artillery position, you will find that the 
mobile battle moves away from you and that it 
will be sometime before you can get your 
behemoth back into the fight. The only way to 
use an SU-152 on the offensive is to move right 
up against the German to scare him out of his 
position and then to follow along behind him as 
closely as possible* If he ever slows down you can 
kick him in the pants* 

Execution: A kill almost certainly against infan¬ 
try and probably a dispersal against tanks* 

Pals: Infantry, but not transported. The infantry 
should travel ahead by other means to begin the 
assault. If the troops can delay anything, the 
SU-152 will kill it when it comes up. 

Enemies: Very heavy tanks. Heavy artillery. 


Fate: Occasional dispersal. An SU-152 ought to 
survive the game. 

Loss: Shocking* The Russian army is a little 
better balanced than the German, so that the loss 
of any single unit is not so damaging as the loss 
of a Wespe or Hummel: but if there is any 
Russian unit which embodies that kind of 
psychological vulnerability. It is the SU-152* This 
is unfortunate because the German units can 
operate from safe positions; but the Russian must 
expose his SU-152s to danger if he is going to get 
full value from them* The Russian must overcome 
his tendency to hold these valuable units back 
from the assault* 


Deployment; Up front. Only when the action 
becomes completely static is an artillery position 
for an SU-152 justified. 

Historical Marker: One Russian nickname for this 
vehicle was “Conquering Beast”. The name is 
important because it shows how the SU-152 was 
used* The SU-152 regiments were for offensive 
purposes only; once the front became static the 
Soviet high command would pull them out for a 
new offensive elsewhere. 



36* GW38(M) and Wirblewind 
Forte; Range* 

Foible: Defense factor. 
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Threat: Mobilizing. 

Prey: Russian infantry* 

Range: 10-12 hexes. These units simply do not 
have the defensive strength for close assault 
attack. Yet to some extent the distinctions 
between SPA and assault gun are blurred with 
these units, and with the Maultier* Neither has 
the range for the SPA role, and the GW38 lacks 
the speed as well. The best way to employ these 
two alone is on flat ground as close to the target 
infantry unit as possible without risking a dose 
assault* 


Execution: Dispersal half the time* 

Pals: Tank destroyers or heavy tanks stacked with 
these units will allow them to carry out their 
functions without fear of dose assault counter¬ 
attack even while adjacent. A halftrack is helpful 
in such cases also, to serve as weakest unit in the 
stack, and to haul the cooperating infantry. 
Enemies: Tanks and close-assaulting infantry* 

Fate: Blown away by fire, if not handled care¬ 
fully* 

Loss: Annoying* But not surprising. 

Deployment: Up to the front, opposite the 
enemy infantry* 

Historical Marker: Actually neither weapon was 
quite intended to be an assault gun proper* The 
GW3S is a heavy infantry gun, a transitional 
design dating from 1940, kept in service more 
because of lack of a substitute than for aptness 
for a now more clearly defined role* The other 
vehicle was an anti-aircraft weapon simply 
hijacked by infantry commanders to do support 
work. The flak panzers were never intended to 
stand up to much more than aircraft cannon. 




SluH 42 is shown above without the skirts depicted in the lipu 
dewing. Such side panels were relatively rare. This mounts a 
105mm howitzer on a Pz III chassis. 
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37* StuH 42 
Forte: Defense factor. 

Foible: Attack factor* Not big enough to handle 
Russian infantry. 

Threat: Mobilizing. 

Prey: Infantry, 

Range: M2 hexes. This vehicle has the armor to 
get up close even while alone. 

Execution: Dispersal half the time. 

Pals: Infantry* 

Enemies: Tanks* 


Fate: Occasional dispersal. But the StuH 42 
should be kept out of the major tank battles; it 
can't do much good there and is too valuable to 
lose. 


Loss; Damaging, This is the best assault gun the 
Germans have, and there is only one unit of 
them* 

Deployment: As dose to enemy infantry as 
possible* 



Forte: Attack factor* Weapons class l A* ought to 
take this vehicle out of the assault gun category; 
but the Jagdtiger is so slow that it is hard to 
imagine how else it might be used. It is a poor 
tank destroyer — too easily flanked, and worth¬ 
less in an advance* 



JdPz VIb - the "Hurraing Tiger” mounted a 128mm gun, L/55, 

PAK ao. 

Foible: Movement factor. 

Threat; Mobilizing. Why should anybody stick 
around to fight this monster? 

Prey: Infantry* Of course the Jagdtiger would like 
to beat up on some Russian tanks, but no T-34s 
are likely to make themselves available. Infantry 
is all this vehicle will catch* 

Range; 1 hex* 

Execution: Infantry targets will be dispersed half 
the time. Tanks would be obliterated if shot at. 
Pals: Infantry. As with the SU-152, the infantry 
should go ahead by other means and let the 
JgdPz VI come up to the battle* 

Enemies: Small mammals which eat the eggs? 

Fate: Survival. 1 suppose an SU-152 might 
disperse it, but that would be an unlikely 
meeting* 
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Loss: possibly shocking more likely just sur¬ 
prising. 

Deployment: As far forward as you can get it. 


Tank Destroyers 

A tank destroyer is a turretless tank. Some 
folks — Guderian, for example seemed to feel 
that there was a functional as well as a mechani¬ 
cal distinction between tanks and tank destroyers. 
If so, the distinction is not apparent in Panzer- 
blitz. Historically, the tank was the weapon 
preferred by the experts; yet in PanzerbHtz a TD 
unit seems more powerful than the tank from 
which it borrows its chassis. You can explain 
away this phenomenon for German units by 
pointing out that the TD units have one more 
vehicle than tank units - TDs come in six-PAKs, 
like beer but what do you do when you come 
to the Russian units? It looks as if there is 
something which a tank unit can do and a TD 
unit can’t do that is not taken into account in 
the rules. 


39. Marder M l 
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Forte: Range, Large enough to keep the Marder 
out of trouble. 

Foible: Defense factor. Small enough to get the 
Marder into trouble. 

Threat: Pressurizing. The Marder should stay in 
cover to do the shooting and let somebody else 
do the spotting. 

Prey: Russian tanks. 

Range: 3-8 hexes. Keep the range open in order 
to (1) avoid close assault and (2} avoid doubling 
your opponent’s class weapons. 

Execution; Dispersal half the time. „ 



Marder III — AUS-F M mounted on a Ctech 33 [tl lank chasis. 


Pats: The heavier armored vehicles can help with 
spotting; StuG III and Pz IV travel at the same 
speed and will augment firepower on targets at 
the same range. 

Enemies: Infantry and tanks. Alone a Marder is 
not quite a match for either. 

Fate: Depends on the outcome of an armored 
shoot-out. Any reasonably speedy ID can duck 
out of an argument: for strategic reasons you 
may prefer to have it stay to fight. When a 
Marder stays to engage there will generally be so 
many other units in the battle that the Marderis 
late is insignificant. If the Marder docs engage in 
a duel, there is about a half chance of its being 
killed in the first exchange of shots. 

Loss: Annoying. Nobody can shrug off the Joss 
of a TD or a tank other than the Lynx. 
Deployment: On the offensive: to the middle of 
the force, far enough forward to shoot, far 
enough back to avoid trouble. On the defense: in 
reserve unless other reserves are available. 




Forte: Defense factor. 

Foible: Movement factor. The Hetzer is especially 
slow. 


Tlirent: Mobilising/Antagonizing. Most tanks and 
tank destroyers of medium weight or more wilt 
threaten to surround and spot an opponent’s unit 
if they can reach jump-off positions In cover 
within four hexes. If the unit Is worth saving, a 
wise opponent either moves it or reinforces it 



$iG 111 labouel and JgPz 38 "Metier” (betottJ were both 
□K cel Lem tank cfftsHovers. 



Prey; Russian tanks and artillery. 

Range: M hexes. It is important to keep the 
Hetzer close to the action because of its low 
speed. It is a great help to both units to have 
their attack factors doubled. 

Execution: Dispersal most of the time. A lone 
sturmgeshutz attacking the average Russian tank 
at dose range is not likely to kill it or be killed 
by it. Whichever side reinforces first will win the 
duel. 

Pals: Infantry, to administer a follow-up dose 
assault. Other armor is always helpful if available, 
particularly the Pz IV. Wespe and Hummel help 
to crack infantry. 

Enemies: Russian tanks. 

Fate: Depends on the shoot-out. In an individual 
duel dispersal is likely. 

Loss: Damaging, 

Deployment: The front of the battle. The rear of 
the retreat. The reserve of the static line. Good 
units for spotting in all three situations. 



4L JgdPz IV 
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Forte: Range, Better than that of its contempo¬ 
raries, StuG 111 and Pz IV. 

Foible: Defense factor. 

Threat: Pressurizing. Essentially a souped-up 
replacement for the Marder III, the JgdPz. IV 
likewise lacks the requisites for close-in combat, 
and should be used to apply pressure rather than 
for violent assault. 


Prey: Russian tanks. 

Range: 3-12 hexes. 

Execution: Haifa chance of a kill at dose range. 
Pals: Pz rV; SfuG III. 

Enemies: Russian tanks, infantry can also be 
worrisome. 



JgPi IV - the tirsi ''Hunting Tank” mounting a 75mm, r/70 on 
a Mfc IV chassis. 

Fate: Depends on the shootout. Dispersal 
probable. 

Loss: Damaging, 

Deployment: In the main line of defense or 
offense — not the forward line. 

Historical Marker: The early JgdPz IV’s mounted 
a long 75mm like the StuG IIFs. The version in 
the game toting a still longer 75, turned out to 
be overloaded and likely to break down. 


42. SLU76 



Forte: Movement factor. 


12 A 5 
9 au 9 


Foible: Range. The SU-76 is not a very strong 
unit defensively, but the short range forces the 
Russian to use it up dose. 

Threat: Channelizing, ll is best to use this unit 
mostly for defense. 

Prey: German armored vehicles. 

Range; Adjacent. Either the German walks right 
up to you or you walk up to him. Overrun 
opportunities are rare. 

Execution: Dispersal, 

Pals: Infantry. T-34s. 

Enemies: German armored vehicles. 


Loss: Annoying - nearly shmggable. 

Deployment: This is a unit which is often found 
working with the infantry. As such, it may 
constitute almost the only vehicle a rille regiment 
will have, a case which justifies its being taken 
away from its TD role and used solely for special 
transport missions. Scenario 2 is a fine example 
of such a situation. Otherwise the SU-76 should 
serve as a reserve for a static line or as a tail-end 
Charlie for a tank assault. 

Historical Marker: The “Crash-boom" again, on 
tracks. 



Su-76 - the first Soviet assault gun mounting a 75.2mm gun. 

L/41,5. 


43 . su-85 mmm 
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Forte: Defense factor. 

Foible: None really. A well-balanced unit. 

Hi tea t: Mobil! zing/ A n tagon i zi n g. 

Prey: German tanks and artillery. 

Range: 1-10 hexes. This unit has the speed to do 
overruns, and the strength to engage close in. 
Execution: Dispersal. 

Pals: Infantry, especially SMG units. T-34s make 
good friends, particularly T-34/85s blessed with 
the same speed and the same range. 
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Enemies: German armored vehicles, including 
Wespe and Hummel. 

Fate: Depends on the shootout. Dispersal is likely 
in duels. 

Loss: Annoying. A little more so than the loss of 
a T-34, because there are always plenty of T-34s. 
Deployment: The front of the battle; the rear 
guard in a retreat. An excellent mobile reserve 
unit, preferably with an infantry passenger. 



44. JgdPz V 

Forte: Just beautiful all over. 
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Foible: Again, none. 

Threat: Mobilizing. 

Prey: Russian armor and artillery. 

Range: 1-12 hexes. Try to get in dose. This unit 
has the speed to do it. 

Execution: A kill at close range. 

Pals: Panthers. Infantry on the attack only. 
Enemies: A multitude of Russian tanks. But no 
single tank need give pause except perhaps the 
SU-152. 

Fate: Depends on the shootout. Survival of this 
vehicle is pretty likely, with a dispersal suffered 
only half the time in single combat. 

Loss: Damaging, almost shocking. 

Deployment: Well toward the enemy. 

Historical Marker: This is the unit depicted on 
the box. 



JgP* V — the '’Js^dParKhcr" or "Etefant" mourned an 88mm 
PAK model 43/2 gun 


msmm 


45. SU-100 and JSU-122 
Forte: Attack factor and defense factor. 
Foible: Movement factor. 
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Threat: Mobilizing. 

Prey: German tanks and artillery, possibly even 
infantry. As with the JgdPz VI these units are so 
slow that the distinction between TP and assault 
gun is blurred. 

Range: 1-8 hexes. Get as close as you can. 
Execution: A kill half the time at dose range. 

Pals: Russian heavy tanks and the SU-152's, 
Enemies: Wespe and Hummel, very heavy German 
tanks and tank destroyers. 

Fate: Depends on the shoot-out, but survival is 
likely, with only an occasional dispersal. 

Loss: Annoying. The Russian has plenty more 
where these came from. 

Deployment: As far forward as possible. 



SU-100 - tha imp tovert version oi ihe SU-ftEi mounted 3 100mm 
«uti, L/54 r 


Historical Marker: The JSU-122 is not to be 
confused with the SU-122, a 122min howitzer 
mounted on a T-34 chassis which was employed 
as an assault gun but was inferior to the SU-152 
and not much good against armor. 


Tanks 

The only reason that tanks and tank destroyers 
are in a separate category is that t am sentimental 
about such things. In the game the tactical 
doctrine for each type is the same. Both units 
work as much by threat as by actual fire. The 
recurring pattern in the game is for the tanks 
(and TDs) to roll up adjacent to an enemy unit, 
which then either retreats if it can or dies, 
exacting whatever casualties it can before it is 
killed If both have a large number of tanks, an 
equilibrium is reached in which neither side dares 
io advance. The situation then becomes static and 
the slower moving arms, infantry and artillery, 
become dominant. 

Most of the actual firing with tanks occurs 
when one side uses tanks to block the other's 
mobile stack. At that point tiring breaks out 
between individual units and is either quickly 
resolved or becomes a miniature engagement, 
with each player trying to bring more fire to bear 
on the enemy's engaged units. These are the 
actions J have referred to as tank shoot-outs, and 
they are peculiar to the armored forces; you 
seldom see artillery engaging in individual duels, 
and somebody always horns in on an infantry 
fight to break it up. 

Actually the most efficient way to use a tank 
is to Overrun, Unfortunately there are several 
factors which limit overrun opportunities. First, a 
target in the open where it can be overrun is 
likely to be destroyed by fire before the tank can 
move up to it. Secondly, an unsuccessful overrun 
always leaves one adjacent to an enemy unit 
capable of spotting and inclined to be a poor 
sport about the matter. And finally, even 3 
successful overrun will generally leave the over¬ 
running tank out in the open where it can be 
fired upon or overrun in turn. As Dr. Johnson 
said, the pleasure is transient and the position is 
ridiculous. 



46. T34c 



12 A 6 
9 11 


Forte: Movement factor. 

Fotble: Range. 

Threat: Mobilizing/Antagonizing. 

Frey: German tanks and artillery. 

Range: 10 hexes. Generally the Russian has 
enough T-34s to burn that an overrun becomes a 
serious worry for the German. When the Russian 
makes fire attacks he should try to be as close as 
possible. 

Execution: Dispersal most of the time. 

Pah: Infantry, The T-34 and the SMG or the rifle 
company Is the Russian stock in trade. If that 
combination goes wrong, nothing will be right. 
Tovarische. 

Enemies: German tanks ami artillery. 


Fate: Spent in spotting or in shoot-outs. An 
attacking Russian player should lose half of the 
T-34s in his starting OB; if he loses less he is 
moving too slowly; if he loses more he had better 
watch it or he will soon be faced with a tankless 
job. 

Loss: Almost shruggable. What is one dead rat to 
the pack? 

Deployment: As far forward as possible in attack, 
and generally with infantry passengers. You 
should rarely see a T-34 unit alone, and rarely on 
the defense. Unde Joe will have held them all 
back for the big counter-punch. 

Historical Marker: The T-34/76 is something of a 
gray beard in the game. It is essentially the same 
tank that met the Germans in 1941, but the 
German tanks from that era are not included 
among the counters. And the T-34c is by no 
means obsolete. By the time of Kursk (Scenario 
SO) the Germans were just beginning to overtake 
the Russian technological lead. 



H A 3 
8^8 


47. PzKpfw IV 
Forte: Attack factor. 

Foible: Defense factor. 

Th reat: M ob i li zi ngj An t agoniz i ng. 

Prey: Russian tanks and artillery. 

Range: 1-8 hexes. The German can afford to 
dose with this tank only because he has a 
quantity of them, and not infrequently nothing 
else io work with. 



PaKw IV AU$F F2 with ?5mm KWK 40. The workhorse at the 
Get man Panzer Divisions, 

Execution: Dispersal. 

Pals: Infantry in attack situations only. If possi¬ 
ble it is better to let Panthers or SGIlFs do any 
spotting that needs to be done. 

Enemies: Russian tanks and infantry. 

Fate: Spent in spotting or in shoot-outs. 

Loss: Damaging. The German wealth of tanks is 
seldom so great as the Russian. So each loss hits 
harder. 

Deployment: The van of the attack: the rear 
guard: the mobile reserve. 



48. KV-S5 and Tiger I 


15 A 8 

15Jt 12 
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Forte: Defense factor. 

Foible; Movement factor. 

Threat: Mobilizing. 

Prey: Enemy armor and artillery. 

Range: 1-6 hexes. With either unit, close the 
range as much as possible. 

Execution: A kill half the time. 

Pals: For the Russian: T-34s. For the German; Pz 
IVs and SPA$. 

Enemies: Enemy armor. 
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PzKw VI AUSF E - better known ai ttie Tig*; it tarried an 
fl.fltm. KWK 36, L/56gun. 

Fate: Depends on the shootout: In duels dispersal 
is likely. 

Loss: Annoying. When the heavy tanks are about; 
there are usually enough mediums to replace any 
losses. 

Deployment: Keep as close to the enemy as 
possible. 

Historical Marker: These are first generation 
heavy tanks, not so markedly different from their 
contemporary mediums that any separate tactical 
role can be dearly envisioned. The KV-S5 is an 
upgunned version of the KV-1, which had the 
same 76.2mm gun as the early T-34, The KV 
chassis was fitted with a new turret which served 
as a prototype for the turret eventually fitted to 
the T-34/ 85. Once that latter tank came out the 
KV-S5 was taken out of service. The Tiger was a 
German attempt to one-up the Russian T-34. The 
attempt failed because the design was difficult to 
mass-produce. When the Panther entered service 
the Tiger I was gradually phased out. 



49. Panther 
Forte: Very well 
Foible: No faults, in the game* 
Threat: Mobilizing. 

Prey: Russian tanks and artillery. 
Range: 1-17 hexes. 


Execution: A kill half the time at dose range. 
Pals: Wespe and Hummel. Infantry for the of¬ 
fensive, With the SPAs to pound any concen¬ 
trations of infantry a mass of Panthers can be 
very hard to stop. 


Enemies: Russian tanks. 



pzKw V - the Panther - supposedly tlwj bast tank al WWIL 

Fate: Great for spotting or in a shoot-out. It is 
difficult for even a single Pzkpfw V to be 
surrounded and killed if the German wishes to 
refuse battle. The firepower and range make an 
approach difficult; the speed is enough to guaran¬ 
tee a getaway in most cases. The Panthers that 
burn, burn voluntarily, generally after a turn or 
two of dispersal in a shootout. 

Loss: Damaging. 

Deployment: Close to the enemy. 

Historical Marker: Supposedly a perfect vehicle. 
However, you might notice dial the Russian 
tankers preferred their T-34/85. All through its 
life the Panther was plagued by mechanical 
difficulties built into the design during its hasty 


development. The Russians had had some of 
these same problems, but had solved most of 
them by 1943. However, when it worked the 
Panther was superb - and it always works in the 
game. 



50. T-34/85 

Forte: Movement factor. 

Foible: Defense factor. 

Threat: Mobilizing/Antagonizing. The T-34/85 
will scare an opponent on the basis of quantity, 
not quality. If T-34s are scarce, the German will 
reinforce and stand his ground. 

Prey: German tanks and artillery. 

Range: 1-10 hexes. Overruns by this vehicle will 
be deadly, if costly. 



T34flj5 - most heavily produced Soviet Unk - over 13.000 
made. This particular pne was captured jo the Korean War, 

Execution: Dispersal almost certainly. 

Pals: Infantry, especially SMG units. T-34/76$ 
and S!T85s can keep right vip without trouble. 
Enemies: German tanks and SPAs, 

Fate: Spent for spotting or in a shoot-out. 

Loss: Annoying. These units are not quite so 
expendable as T-34c's. The Russian should plan 
to lose only a third of his GB f and that many 
ungraciously. 

Deployment: Close to the enemy - but if 
possible these vehicles should hang back a bit and 
let the more expendable T-34/76's do the 
spotting. 



51. Tiger 11 
Forte: Attack factor. 

Foible: Movement factor. 

Threat: Mobilizing. Nobody stands in front of a 
moving van. 

Prey: Russian tanks and infantry. By the time a 
Tiger IE makes it up to a Russian artillery 
position, the guns will be long gone. 

Range: 1-6 hexes. To keep the Tiger 11 in action 
you have to keep it dose to its targets. 



Execution: A kill at close range. 
Pals: Hardly any needed. 
Enemies: Not many. 


PlKw Vlb — the ■'King Tigar' - — armed with a special 8,8c™, 
KWL 43, 1/71. 


Fate: Survival with an occasional dispersal Only 
in an all-out retreat is this unit involuntarily 
endangered, and in those cases you may as well 
pick a good blocking position and wait for your 
foes to come at you. No King Tiger will out run 
a T-34. 

Loss: Damaging, if only because of the fame and 
reputation of this vehicle. 

Deployment: Keep the Tiger dose to the enemy. 
If there is a concentration of Russian infantry, 
the Tiger may be used like the Jagdtiger in an 
assault gun rote. 



52. JSTI and JS-ill 
Forte: Attack factor. 
Foible: Movement factor. 
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Threat: Mobilizing. 

Prey: German tanks, artillery, and even infantry. 
Range: 1-8 hexes. As dose as possible. 

Execution: A kill half the time at close range. 
Pak: Russian assault guns, Russian infantry. 
These heavy tanks cannot keep up with the more 
mobile forces, but work well in support of 
infantry. 

Enemies: Wespe, Hummel, German heavy tanks. 
Fate: Depends on the shoot-out. 

Loss: Damaging. 

Deployment: As far forward as possible. 

Historical Marker: The JS-Ill nicknamed “Pike'* 
because of its pointed hull, really has no place in 
a World War II game. I have never read an 
account of its being employed against the 
Germans before hostilities ceased. The nature of 
its design as well as the nature of its employment 
puts this vehicle in the Cold War Era, and that is 
beyond the scope of Panzerhlitz* .—. 

Photo Credits: Bruno Sinfgagtfo \_7 


PBM EQUIPMENT 


Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
pan of the country? There's only one way 
to find out — play them by mail! PBM is an 
easy-to-fearn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat* PBM is an 
entirely different experience from face-to- 
face play, tt has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna¬ 
ments held regularly for Avalon Hill games. 

Each kit sells for $4,50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRTs for postal play. 

Kits are available for the following games: 


* AFRIKA KORPS 

* BLITZKRIEG 

* BULGE 

* D-DAY 

* GETTYSBURG 

* GUADALCANAL 


* kriegspiel 

* LUFTWAFFE 

* 1914 

* PANZERBLITZ 

* STALINGRAD 

* WATERLOO 
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READER BUYER’S GUIDE 
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jTiTUE: KRIEGSPIEL 
! FICTIONAL DIVISION LEVEL I 
I MODERN PERIOD GAME j 

INSTRUCTIONS! Rsig ati categories by plating e 
number ranging from 1 through 9 in ths up 
propriety spaces to the right (1 equating excel¬ 
lent; 5-average, and 0-terrible}. EXCEPTION: 

Rate item No, 10 in terms of minutes necessary 
to play game as recorded In ’IC-minuie fncre- 
menu. EXAMPLE- If you've found that it takes 
two and a half hours to play FRANCE 1040, you 
■would give It a GAME LENGTH rating of "15/* 

Perii-cipatiB in these renews only if you are 
familiar with the game in question, 

i Physical duality — 

2. Mapbeard — 

3. Coiipnenls — 

4. Ease of Understanding — 

5. Completeness of Rules _ j 

! fi. Play Balance -— j 

f 7, Realism — ! 

B, Eieitement level — J 

9. Overall Value — I 

10. Game Length -] 

The review sheet may be cut out, photocopied., i 
or merely drawn on a separata sheet of paper. 

Mail it tp our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R &, 

D Department, 

I Game to be reviewed neit:__ 



Opponent Wanted mov-d>c wt* 

WeV* experiencing growing pains, Mom subscribers means more Want Ads, We jutt don't have the space 
for every subscriber to wax rhetorical as in the past To make it easier, and more meaningful for ad 
concerned, we introduce the Mmi-ad. 

\, Wlflt-wfl* will btt it^Cpled urtLy when pnnl-cd un jJiit lorni- 

2, For Sale, Trade. nr WanlciMo-Buy udi will he itixcpicd only when Ihcy me dealing with collector'! itcm*{fliHTWi 
Hr- loop? available fttJrtl A1 Ei 3lid are jco unpmiied by a Euken TSe fee. 

X Iruenl copy where required on. lines provided and print ruune. :iddress. ,nnJ phone number where provided. 

4 r Nearness L-nurilt; if jllegthle yCMJT ad will nil tie accepted, 

S, Adi Will he ;h.vl-[>[cP niily on form! From iliu prcuedirm Issue except in those cases where no Opponents-Winced 
Form upped red in (lie preceding Issue, 

b. hu Uiat as many adi ein be printed a* pwdhlc within urn limited spaee, we requeal yon us* Lhe following 
abbrevtqtltiM In wording your ad. likewise with State ahbrevtaHcinit, 

Afnka korp-. - Ak; Alexander ihe (iresi - Alex. An/ju, lluscbatl Slntfejy = Rd JS-H llaitle of the Bulge = Mi. 
Bgskeihalt SttEtcjy = BK Si; Bin?.; I 3 -J 3 jty = |)L>:, Foothill Strategy = FT St: Franye. 1940 = FR' 4 t'l;Fsee-in-Faee 
= FTF. f’rUtyiibuts “ f.ktt;fIliadjk-unal - (IujlI; Jnliund = JUT; krlegsplei * Kriej'; Luftwaffe" Luft,Midways 
Mid; 1914 ; On^m pf WWI| - GRIG: Outdoor Survival * Gut; Pum.-eitdili = PAN; Pxnxer Leader 53 Pan Ld: 
Play-by-Muil - I'BM: Phty-by-Phcite = PRF; Richthofen'» Whir - ftW; | 77 (i; .SiaflngNid B TJrud; Taetlcs 11 = TAt\ 

Third Keith => 3R; WaledM = Vat. 
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11 is lute in Situation No, 9, The Russians are 
forced into mu king desperation drives in order lo 
achieve their vidory conditions. The map shows a 
portion of die Russian units engaged in tin attempt 
to force their way through (he southern end of the 
German line. As ihe German player hew do you 
best exploit this situation; Le., how do you 
maximize your vita nets of deslroying units white 
making sure that surviving units have no chance of 
a breakthrough* List any attacks in the accompa¬ 
ny ing chart and show any movement by drawing 
arrows to the hex moved into, 

ATTACKERS defenders odds 

1. 

2, 

J. 

4, 

5, 

6, 


The decision of our judges is final. No entry will 
be accepted without votes for the three best 
articles of the issue. 


H«i 3 AiIil'gi. 

I - 

3__ 

3. 

NAME ,______ 

ADDRESS_ 

C iT Y____STATE_ZJ P_ 

ISSUE AS A WHOLE;---Rate from t 

to ft); with J equating excellent. I0 Z terrible] 


MUCH u«6 ftfttdrtft w|Ji» tht lpprmfitLltc cojiy in (It* AH ttdlDBJptiy Hrtd lltdfcalt IlKML' Whldl Fnu LVip.ll,I definitely buy. 
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SELLING 


Will sell 1914, would like pbm opponents for 
TAG* FR MO, OUT, PAN and Mid, Ftf any 
games. David Meneoni, 1411 Gary Way, 
Carmichael, CA 9560B, 4 8 3-7 50 3* _ 

I have U-B available in excellent condition, 
£30.00. Ken Mabon* 409 So. Fortuna Blvd,* 
Fortuna, CA 95540* (707) 725^531, 

FOR SALE: Getty. Hex version £30.00: Chan- 
ville £30,00. For details write: Richard H, 
Taylor, 309 Via La Paz* Greenbrae* CA 94904, 
(415)461-1907. __ 

Help, need cash. For sale, Chan-ville (one 
pontoon missing), 1914, Civil War. Patrick K. 
Rafferty, 1103 W. 30th St, 10* Los Angeles* 
CA 90007._ 

Novice will pbm Gett, pick side. Selling unused 
1914, $10,00, F* Lee Johnson, 1411 Edge- 
wood, Palo Alto, CA 94301, (415) 324-1651 . 

For Sale: Out of print games including, 1914 
and Guad, £10,00 a piece. Forrest Pinkerman, 
Loyd House, Cal Tech, Pasadena, CA 91109. 

For sale to highest bidder: Guad, In excellent 
condition. Bid on it, HI pay postage, Phil 
Buechner, 206 Fourth St., Roseville, CA 
95678._ 

1 have B-marck for sale in mint condition to 
anyone who is interested. Contact me for 
details: William W. Weber, 10341 Orozco Rd,, 
San Diego, CA. 921 24, 278-2457, _ 

FOR SALE: Bismarck in "near-mintcon¬ 
dition, complete with all original pieces — 
£15.00. Want pbm opponents for DD. Chris R. 
Carter, 2334 Santa Anita Ave,, So. El Monte, 
CA 91733, (213) 4434477. 

For Sale: Guad. £15.00. Used twice, Pbm PAN, 
1914, Derek Lenard 3926 W, 23 Ave„ Van¬ 
couver* B,C.* Canada V6S-1 L2, 224-1454, 

For Sale in excell ant condition: complete 
Chan-ville, $30,00, First check gets. I pay 
postage. William Keim, RFD 5, Box 20$, 
Coventry, CT 06238, ___ 

For Sale: Mint condition C-ville (played only 
once). £30.00 postage paid. All letters an¬ 
swered. John Grant, 409 E, Capitol St., SE, 
Washington, DC 20003. __ 

Hex Getl, and 1914 for sale* $20. For Gett. 
$10, for 1914. Both in good condition. Gett 
has one unit missing. Steve Rodgers, 1230 SE 
32nd Ave., Ocala, FL 32670, 694-2972. 

Want ftf opponents. Will sell Guad, C-ville, 
Hex-Gett, Wally Williams, Jr., 1507 W. 13th St, 
Panama City, I f 32401, (904) 763-160S. 

FOR SALE: 1914 ($13,00) includes postage, 
day Culp, 275 Knox Rd.* Apt. HH204, Talla¬ 
hassee, FL 32303.__ 

Wish to sell B-marck and 1914 to highest bidder 
(both in very good condition). Will answer all 
letters. Richard MaJehtodl, 1143 N* Springfield, 
Chicago, 1L 60651 4£6-6855. __ 

Have Hex style Gett, with all original corn- 

patients. Wish to sell to highest bidder. Fair/ 
good condition. Send no money, Kevin Maly, 
38 Michael Manor, Glenview, IL 60025, 
965-3349._ 

Will sell B-marck in very good condition with 
extra score sheets for about $15.00. Also need 
ftf opponents for any AH games. David Haase-, 
1315 E. McDonald, Mt. Prospect, IL 60056, 
837-7453.___. 

FOR SALE: Verdict II, very good condition* 
you pay $7.50 plus postage. All letters an¬ 
swered. Louis Bergeron, 20S W, Michigan, 
Urbana, IL 61801, 367-7166, _ 

FOR SALE: Factory condition 1914 and/or 
Guad. Will accept first offer(s) of $15,00 or 
more. Send no money. Steve Parker, 8337 Burn 
CL, Indianapolis, IN 46217, 8S1-5970. _ 

FOR SALE: Civil War (£26) postage included, 
store condition first reply gets. David Bottger, 
149 W, Catalpa Dr„ Mishawaka* IN 46544, 
(219) 2554860. _ 

FOR SALE: B-marck, 1914, Guad. AU in store 

bought condition. You pay postage. Need ftf 
players!!* Tim Hyland* 30! N. Center* Zearing* 
IA 50278, (515) 487-2181. 

Need ftf players in nearby Louisville area. Also 
first edition Ch-ville'for sale - mint condition, 
I pay postage. Vance Van Borries, 5122 Dun- 
vegan Rd., Louisville, KY 40222, 425-1277. 

U-B for sale for highest price. Mail price to me 
or call. Game in good condition. Loren L, 
Robinson, Jr., 311 Holiday Park, Louisville, KY 
40219* (502) 968-0916*_ 

Will sell good Civil War for £26. I pay postage. 
All mail answered, Al Currier, P.O. Box 14* 
Min turn, ME 04659, (2Q7) 526-2585._. 

For Sale: Guad, Pbm ’Grad or AK, Good to 


expert player. Fred Cockey, 302 Wyndhurst 
Ave.* Baltimore* MD 2121Q. 433-3647. 

Will sell 1 914 in exc. condition or trade for U-B 
or Guad in good condition. Will pbm Diplo¬ 
macy, Chess* IGB where are you? Please write: 
Steven Meckel* 3010 Harview Ave.* Baltimore* 
MD 21234* 444-2673. 

For Sale: Verdict C&O/B&O. All for £10,00, 
Contains all pieces. Fair to good condition. 
Scott Gfasser, Velvet Valley Way* Owings Mills, 
MD 21117, 363-6360._ 

90 metal GHQ Micro Armor as seen in June 
General for use- in PAN, or???? Unpnted, highly 
detailed, good cond, Worth $40. .Sell for £20. 
59 Danforth, Rehobo th, MA 02769, 252-3895. 

For Sale 1914 $8.00, will pbm average or 
expert players. AK, "Grad, PAN, will ftf on 
south shore any adult players, all letters an¬ 
swered, Clint Matthews* 493 Morton St.* 
Stoughton* MA 02072, 344-9560. 

Will sell U-B for $7,00* In very good cond. Will 
pay postage. Paul L, Klarquist* 326 Haynes* 
Cadillac, Ml 49601* (616) 775-9340._ 

For sale: Brand new U-B and Bismarck $15,00 
each, CO/BO £ 12.00. Ftf in over 80 war games, 
Richar d K. Champion, 24634 Annapolis, Dear¬ 
born Hgts*, MI 48125* 565-0019, _ 

For Sale: 1914, £30.00. Good condition. Peter 
Strand, 714 N. Lowell , Iron wood* Ml 
4993S.___ 

Guad, new never used, mint .ondition. For Sale 
for £21*00, William Niebling, 707 Whittier Ct*, 
Saline* MI 48176.__ 

Will sell Guad. perfect condition* never been 
used. Counters still in card* Also will sell 1914 
excellant condition. Send offer for game & 
postage, Rick Peterson, 141 Nynas Rd,, Esko, 
MN 55733, (218) 879-4888. _ 

For sale; orig. edition of DD (£25) Ch-vilte 
(£30), Guad (£20), Management ($25). TAC 
($25). All in very good condition + extra pads, 
Philip Gibbs, 122 Maryland Ave.* Palmyra, NJ 
08065, (609) 829-8407,______ 

1914 for sale, I have 5 new, never opened 
games. 1 will take £ 18*00 each, (1 pay postage) 
for these collectors items. Gregory Rubin, 806 
N* Aurora St„ Ithaca, NY 14850* 273-6569, 

For Sale: All good Verdict [I. $25. Lemans $20. 
Guad $15* Bismarck £30. Send cheek. I pay 
postage, R, H. Knockenauer* 131 -11 Kein Gds. 
Rd. Kew Gds. NY 11418, (212) 526-3255. 
Brand new, untouched Guad* game goes to the 
highest bidder. Counters unpunched, not a 
sheet used or the pad. True collectors item. 
Reply guaranteed. Bud Ferguson, 20 Fairview 
Rd„ West, Massapequa* NY 11758* (212) 
541-0167,_ 

For Sale: Civil War, Hex-Gett** Guad* 1914. All 
V-good-excellant condition. C.O*D* You pay 
postage, Barry Kass, 4 Euclid Ave.* Middle- 
town, NY 10940, (914) 342-3269,__ 

SELL: U-B and Guad in new store condition, 
Guad, Good (minus 5) counters. WANT: C&O/ 
B&O, Dispatcher, B-marek. Joe Cullen, 104 
East 4th St*, Apt* A New York* NY 10003, 
(212) 777-8924. 

SALE: Dispatcher, U-B* mint condition* never 
opened. Bought for re-sale. Mike Hetzel, 1245 
Ewettholmwood Rd„ Orchard Pk*, NY 14127* 
662-9138._ 

Must Sell! B-marck and some old Generals (Vol. 
1-3). Make otter for part or all. Keith W. 
Oschman, 5 Pleasant Way, Penfidd, NY 14526, 
586-4896. ___ 

For Sale: Mint Guad* Minimum Bids £8,00, 
Dana Brussiz* 18 Sunny side Blvd.* Plain view* 
NY 11803, 938-2172._ 

For Sale $25, each. Guad, 1914, boxes 
slightly shabby, but games in mint cond. All 
units still on cards. Mobilization/Reduction 
pads complete, Tim Young* 21.73 Center Rd., 
Clinton, OH 44216, (216) 882-6164. _ 

Have first edition Gett, will sell - in good 
condition. Mark LuScombe, I960 Merle Rd„ 
Salem, OH 44460* (216) 337-7930* 

Bismarck in mint cond, for sale! Want $16,, but 
will take more. Need ftf enemies. Who is buying 
all the games from Weller’s hobby shop? Clay 
Davidson, 7349 Grayson Di., Springfield* OH 
45502, 964-8305* _ 

General back issues; Vol. 3* No. 2, through Vol. 
6, No. 4, and Vol. 7, No. 5. Sold as a set only. 
Dick Trtek, 215 SE 24th Ave., Hillsboro, OR 
97123,648*2207, _ 

Will sell Guad to highest bidder. Excellent 
condition. Charles Moody, 115 Roslyn Ave., 
Glenside* FA 19038, TU4-3343, 


Selling 1914, Guad* mint condition $10. 
Pbm-ftf AK, Wat., Luft, Krieg, RW, Mid* Want 
info on Mid pbm and miniatures. Charles 
Brackney, 515 Sherman, Sturgis* SD 57785* 
(605) 347-5804,_ 

FOR SALE: U-B in vg condition. $6.40. Will 
pay postage. Anyone for pbm chess? Jon 
Thatcher, 1012 Battery Ln„ Nashville, TN 
37220._ 

Guad. for sale* Excellent condition played 
twice. $10. min, bid* Anyone in C.S* area want 
to play ftf wargames, Robert Gougler, 707 Lee, 
College Station* TX 77840, 846-76 8 2._ 

For Sale: 1914 - £25.00, New and unused. 
John E. Trice, 7525 Laurie Dr., Fort Worth, TX 
76112,451-7227* 

1914 1914: 4 1914*5 for sale at $20 apiece. 

Brand new, never been opened. Will send COD 
if you prefer. Indicate in letter* Ross Callender, 
2601 Esther,. Pasadena, TX 77502, 477-1606. 
For sale or trade, Guad and 1914. Both used 
twice. Looking for Civil War* U-B and others. 
Interested in pbm Gett. (hex) & Krieg* Harley 
M* Fletcher* P,0, Box 138, Hardwick* VT 
05843. _ 

Wanted pbm Gett. Square or Krieg. For Sale 
1914 used twice* Harley M, Fletcher, 41A Sibley 
Ave„ Montpelior, VT. 

Wish to sell Gett., ’59* C-ville, Civil War! 

Dispatcher, Management* Air Empire - good 
condition except some boxes missing. George 
Lyon, 6200 Hanover Ave.* Springfield* VA 
22150* (70S) 451-3276. 

Never played Guad will sell. Steven Moody, 
Hazel, Belmont, WI53510* (608) 76 2-5 5 00, 

BUYING 

Wanted! U-Boat, Guad., in good-excellent con¬ 
dition, Will take lowest offer, Ftf, pbm Luft, 
PAN* and FR ’40. (Your kits). AIL letters 
answered. Matt Heyer, 6 01 W. Thurber, Tut son, 
AZ 85705* 837-3838*’ _. 

Want to buy Vol. 9 No.’s 1 &. 3 of General for 
$1.25 each. All pages must be intact. No 
photostats* First come first served. William 
Rom, 1953 Dwight Ave., Camarillo, CA 93010, 
482-5539._ 

Will buy, sell, trade. Design pbm or ftf game, Jr. 
high age* call after S or write, Duffy Wiesen- 
hahn* 366 J Avenue, Coronado, CA 92118, 
435-0328*_ 

Must have, Bismarck, U-Boat, Will pay any 
reasonable price. Ftf any avg, player in Kent 
Cal. area. (CanY travel too far). Most AH or will 
learn. Jim Edgar* 10 Buckeye Way* Kentfield, 
CA 94904*461-5107,__ 

Need Guad* Chancellorsville, Please state con¬ 
dition and price including postage. Will pay fair 
price. Will answer all. Tony Parker, 12637 Biola 
Ave., La Mirada, CA 90638, 941-6837,_ 

Will pay top dollar for Lemans. Hurry* Am 
Desperate. Alan Emrich, 2922 Angler Lane* Los 
Anlern, CA 907(H), 596-4015-_ 

Want ftf opponents for Blitz* RW, 1776* Mid. 
AH for tournament, full optionals. Also will 
play campaign 1776 with optionaLs, Want to 
buy Bismarck. Adam Adkins, 2730-D W* 235* 
Terrance* CA 90505, (213) 325-7606. _ 

Urgently need U-Boat. Please send offer — am 

willing to pay a fair price for oond. Contact me 
for new club in area. Steven Mizuno, 2326 W. 
236th Pl„ Torrance* CA 90501, 325-6568. 
Wanted; The GENERAL, Vol. 10, No, 4 must 
be in good condition. Those with intact Reader 
Response page will have preference* WEI take 
lowest bid to $3.00. Steven Petrin, 5076 
Campo Rd,, Woodland Hills* CA 91364* 
3474397, _ 

Wish to buy B-marck, U-Boat, Geoff Papovits* 
1056 3rd St„ Brandon, Manitoba*, Canada 
R7A-3E5, 728-2705._ 

WANTED: LeMans. Take lowest bid. Include 
postage in bid, Martin W* Spelz, 161 W* 
Qverbiook St* Largo, FL 3 3540* 584-1496, 
Wanted dispatcher game* will pay fair offer, 
Russell E* MacGregor, 209 E. Buchanan Ave., 
Orlando* FL 32809, (305) 359-3597._ 

Would like to buy Guad, 1914, U-B, Bismarck, 
Civil War. Want them desperately* Chris Godel- 
las* 4N480 Park* Box 442, Bensenville* IL 
60106, 766-0382,_____ 

Urgently wanted! All out of print AH games! 
Price no object. Douglas Austin Nowokunski, 
1010 N* LaSalle St* Chicago* IL 60610* 

1 would be interested in buying any old or out 
of print games for reasonable price, Ron 
Glumb, 114 —68th St*, Darien, JL 60559, (312) 


323-7033, _____ 

Anyone have any old games to sell? I would 

like to purchase U-B for £12.00, Bismarck for 
$13.00* David Dietrich, 978 Spruce St., 
Winnetka* IL 60093, 446-5357, __ 

Want U-Boat good condition, money is no 
object postage paid* Howard C. Stauffer* Jr„ 
H66 Azalea Place, Mt. Prospect, IL 60056. 

Need to buy Bismarck. Will pay up to £11.00. 
Also a low priced 1914, Steve Gaal, 1602 
Audubon Dr., Columbus, IN 47201, (212) 
372-2916.__ 

Must get U-B, Guad, Bismarck. Will buy old 
Generals, Will pbm Chess* Diplomacy, Will sell 
or trade most other pmes. Steve Meckel* 3010 
Harview Ave,* Baltimore, MD 21234, 444-2623. 
Will trade any game 1 have. For a U-B,M-Meni, 
or C&O/B&O game. Write for list, 1 pay 
postage, Stan Hooker, 7105 45th St,, Chevy 
Chase, MD 20015, (301) 652-0007._ 

WANTED: Complete* good condition, B-marck* 
U-B, Verdict II* C&O/B&O. Will pay first 
reasonable price. Novice, 27* desires pbm Grad;, 
BB and Wat* opponents* Roger Eastep, 17607 
Horizon PI.* Per wood, MD 20855, __ 

Would like to trade excellent 1914 for com¬ 
plete B-marck* Also pbm opponent and method 
for Mid. John Doyen, 17 Lake St., Abingtort, 
MA 02351, 8714)757,__ 

Trade 1914 for Guad. All Letters answered. 
Joseph Caggiano, 94 Dalton Rd,, Concord, MA 
01742,369-6220. _ 

Wanted Guad, and JUT. Money is a problem 
but can manage* Any conditions fine just as 
long as all pieces are there. Matthew Schaut, 30 
Louise, Highland Park* MI 48203* 869-3919. 

Will buy or trade to get 1934 or Guad, Want 
average player for pbm AK or FAN, David 
Barber, 640 Second St,, Golfport, MS 39501. 
(601)863-7124* __ 

Wanted: Trafalgar, Also, back issues of (he 
General: Vol. 1, Nos* 1, 2, 3, 4; VoI. 3, No. It 
Vol, 4, Nos, 3* 4; Vol. 5* No. 1; Vol. 6, Nos, S* 
6, High prices paid for good condition complete 
copies. Robert Larson 8010 Joseph St., Omaha,, 
NB 68124,(402) 391-3639. _ 

Will, buy any out of print and/or old AH pmes 

such as U-B* Hex-style Gett,, etc, James 
Loprest, 1204 Hartwick, Binghamton, NY 
13903, (607) 724-0613. _ 

Will pay $16,00 for Guad, Must be complete* 
Curtis $* Cook* Route 2, Carthage* NY 13619* 
(315)493-1750, _ 

Win pay £25*00 for perfect Chanc, map board, 
Pbm AK, ’Grad, DD* BB, Krieg. Will buy any 
hex Gett. counter you have, even if one. John 
D'Addario, 35 Greenbuah St,, Cortland, NY 
13045, (607) 753-0614,_ 

Willing to trade B-marck, 1914 for complete 
JUT. Eric Theriault, 110 Draper La., Dobbs 
Ferry, NY 10522* __ 

HELP! Looking to rebuild game stock. Wiling 
to pay for good copy of B-marck. Need that 
game. Any Spartan or other waFgame clubs in 
NY? Ted Fazio* 42-09 Ithaca St.* Elmhurst, NY 
11373. 

Will pbm any in-print war game. Want back 
issues of war game magazines to xerox. Want 
out of print war games. William A. Gumm, 
Entwood RR 1, Amesvilie, OH 45711, _ 

Must have Guad, and U-B, If game is complete 

and in good condition, will pay any reasonable 
sum or trade multitude of games. Please Writer 
Mark Calvert, 2535 McVey Blvd,* W.* Worthing- 
ton* OH 43085, (614) 889-1652. _ 

Wanted B-marck, Guad,, U-B, Will pay fair 

price. Also pbm opponent for TAC* Buy half 
your kit, Andrew Reibman, West Blvd*, Laurln- 
berg, NC 28352, 276-5148. _ 

Wish to buy 1914* B-marck, Maybe others. Any 

ftf in area? Have Krieg, Blitz* Mid* DD, "Grad, 
Gett. Will learn others. Leslie Howard, 803 
Desmond St., Athens, PA 18810, (717) 
888-7059._~ 

Will trade 1:1200 scale metal WWII ships for 
AH games. Also need pbm opponents AK, 
Blitz* BB TAC, GRIG* Guad. Steven Hudson’ 
213 Avalon, Victoria* TX 77901, (512) 
575-8311, ___ ~ 

WANTED-Ftf for 1776* Gett, Luft, Blitz, 

PANl Would like to buy CivU War, Ch-ville. Will 
pay £30.00 each. Peter Formaini, 928 Park 
Ave*, Richmond, VA 23284, 355-9458, _ 

Desperate 1 Will buy U-B in perfect or ne^ 

perfect cond. You name the price* Will ftf Luft. 
Mid. Thomas Zyzak* 31260 27th Ave., SW, 
Federal Way, WA 98002, 838-1 830. 
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Another Situation 13; Parahlitz 


airmobile: panzer blitz 

by Christopher Chyba 


Para Blitz was conceived out of a desire for a 
totally unique PANZERBLftZ situation. 
Although the following rules are laden with 
various charts* PamBUtz is not really very com¬ 
plex* 

The situation dealt with in PamBUtz is that of 
an attempt by the Russians to stop a German 
offensive before it begins. The Germans are 
beginning to mass forward elements of a tank 
regiment on the western half of board two. 
However, most of the regiment is still over a 
week away. Behind the forward elements of the 
regiment is a vast road network which is suscepti¬ 
ble to Russian counterattack, especially counter¬ 
attack from the air. To the protection of tills 
road network, the Germans have assigned 
remnants of an assault gun brigade as well as 
elements of a reconnaissance battalion. 

The Russian objective: Force the forward 
elements of the German tank regiment back, at 
the same time cutting roads within German held 
territory* The more roads the Russian cuts deep 
within German territory, the farther the main 
German battle force must push to get back to its 
original starting point. 

However, the Russian’s forces are very limited. 
Although the exact size of his force is not known 
to the German player as the game progresses, it 
consists of elements of a tank brigade and a SP 
artillery regiment, along with the Russian para- 
force. 

Step 1: The German secretly records the po¬ 
sitions of all his units, which may be set up 
anywhere on boards one and two. No German 
unit is placed on the board at this time. 

Step 2: After the German records the position of 
his units, the Russian rolis the die to determine 
wind direction and speed. 

To determine wind direction, the die is rolled 
once, if a one is rolled, the wind is blowing to 
the north. If a two is rolled, the wind is blowing 
northwesterly, and so on. To determine wind 
speed, the Russian player rolls once again, con¬ 
sulting the Wind Speed Table, Wind speed and 
direction should be kept track of carefully, as 
they are very important with regard to paradrops. 
Step 3: The Russian player then rolls to deter¬ 
mine the size of his main battle force. The die is 
rolled separately for each of the columns in the 
Russian Attack Force Table. 

Wind Speed Table 

roll speed 

1 no wind 

2.3 low wind 

4,5 medium wind 

6 high wind 

Russian Attack Force Table 

tfis*o3l Suas T-34C T34S5 SU152 Trucks Rcnon 

1 0 2 1 0 0 0 

2 1 2 \ 1 t 1 

3 12 1 1 2 2 

4 2 2 2 1 2 2 

5 2 3 2 l 2 2 

6 2 3 2 1 2 2 


The number of Russian units in the main 
battle force is never revealed to the German 
player. The Russian player must also roll to 
determine the size of his para force* as well as 
when it enters the board. To determine the 
paraforce size, the Russian player rolls the die 
separately for each of the following columns: 


Russian Paraforce Table 


S roll 

GuaTtfe 

Rifle 

SMI 

l 

i 

2 

2 

2 

2 

2 

2 

2 

2 

2 

3 

4 

2 

2 

3 

5 

3 

3 

3 

G 

3 

3 

4 


These “die roil dependent forces”, though they 
may turn many of you off, aFe necessary to 
maintain the element of surprise for the Russian. 
As in real life, the German player will not know 
exactly how many Russian units will be dropping 
upon him from the sky. However, it stiouid be 
noted here that only enough variance has been 
built into these charts to insure uncertainty on 
the part of the German, without affecting play 
balance considerably. 

Step 4* The Russian player must separate his 
main para force into three separate smaller ones. 
The number (not type) of units in each of these 
para forces must be made to he as equal as 
possible. Any leftover units which cannot be 
divided evenly are distributed as the Russian 
player wishes. In dividing his units into separate 
para forces, the Russian player needs this infor¬ 
mation: 

A - The first Russian paraforce always must 
para drop on turn one. 

B - To determine on which turn the second and 
third para forces must drop on, the Russian player 
consults the Paraforce Entrance Table. 

Paraforce Entrance Table 

dietoU 12 3 4 5 6 

paraforce 2 2 3 4 

paroforca 3 5 6 7 

Explanation: The Russian player cross-indexes the 
para force number with the die roil The resulting 
number is the latest turn that the Russian player 
is allowed to bring that paraforce onto the board. 
If the Russian player does not bring that para¬ 
force in by that turn, it is considered eliminated, 
although the German player need not be told of 
its elimination. Paraforce 1 must always para drop 
on turn one. 

Example: In determining which turn the second 
paraforce enters, the Russian rolls a five. This means 
that paraforce 2 may never paradrop after turn four. 
However, the second paraforce may paradrop on 
any turn before turn four, at the Russian player’s 
option. 


OUTLINE OF PLAY 

Turn 1: After determining the size of his forces, 
wind direction, and wind speed, the Russian 
player drops onto the board all units in paraforce 
one, as well as any, none, or all of his para-units 
which paradrop on a later turn. The Russian has 
the choice of dropping his units on any or all of 
the boards. 

The German units are then placed on the 
map board. They are free to move and attack, 
except that they may not enter board 3 unless 
Russian units have paradropped into or immedi¬ 
ately adjacent to it. 

Turn 2: To begin with, the Russian player must 
first determine if the wind speed or direction has 
changed. If the wind speed on the previous turn 
was no, low, or medium, the Russian consults the 
Wind Direction Change Tables to determine how 
much, if any, the wind lias changed direction. 


Wind Direction Change Tables 


dnj roll 

no 

low 


die roil 

ww 

w 

1 

ww 

ww 

w 


La 

Lb 

2 

WW 

w 

MMHH 

2 

Lb 

Lb 

3 

w 

w 

— 

3 

c 

c 

4 

w 

w 


4 

c 

c 

5 

VII 



S 

Rb 

Rb 

6 

jffwni 

- 

- 

6 

Ra 

Rb 


Explanation: The die roll is cross-indexed with 
the speed of the wind. If a “ww 1 * or a ‘V” is 
rolled, the Russian player then consults the 
second table. If an “a” results hi the second 
table, the wind changes direction two hex sides. 
IT a “b” results, the wind changes direction one 
hex side, and if a M c” results, the wind does not 
change direction. The presence of an ”L” or a 
“R" before the letter determines whether the 
wind shifts in direction to the right or to the left 
of the way It is presently blowing. 

After wind direction is determined, a change in 
wind speed is resolved on the Wind Speed Change 
Table: 


Wind Speed Change Table 


die roll 

no 

low 

rned. 

high 

1 

no 

r>0 

low 

low 

2 

no 

low 

low 

med. 

3 

no 

low 

med. 

med* 

4 

low 

low 

med. 

high 

5 

low 

med* 

high 

high 

B 

low 

high 

high 

high 


Explanation: The die roll is cross-indexed with 
the wind speed of the previous turn to determine 
the wind speed of the present turn. 

After wind speed and direction is determined, 
the Russian then paradrops all units, if any. that 
must be paradropped on turn two. He is also free 
to paradrop any units which enter on a later 
turn. The Russian is then free to move and 
attack. He has the option of entering any or all 
of the units of his attack force onto the western 
half of board three. Once any Russian unit has 
entered or moved adjacent to board three* the 
German player is free to move and attack on this 
board. Whether Russian units have entered board 
three or not, the German then takes his half of 
the turn. This procedure is followed for the rest 
of the game, 

PARADROPPING 

A — The Russian player may never paradrop a 
unit after the turn that m paraforce is assigned 
to drop on by the Paraforce Entrance Table. The 
units may. however, drop anywhere on the entire 
board. The Russian player need not plan ahead 
where to drop his para-units, rather, he makes 
that decision when he drops them, 

B — Paradropping units are subject to being 
scattered throughout a number of squares. Here¬ 
after, this scattering will be known as “dispersal”. 
This is not to be confused with combat results. 

C - The unit being paradropped is first placed 
onto the square which the Russian player wishes 
to drop it on (Hereafter known as the “target 
square".) The unit being paradropped is then 
subjected to dispersal, dependent upon speed and 
direction of the wind, 

D - Hou r badly the paradropping unit is dis¬ 
persed is determined by the Paradrop Dispersal 
Table, 

Paradrop Dispersal Tabic and Dispersal Charts 


dio roll 

no 

low 

mod. 

high 

1 

A 

e 

C 

D 

2 

e 

c 

D 

E 

3 

ti 

c 

D 

e 

4 

B 

c 

D 

F 

5 

C 

c 

D 

F 

6 

C 

D 

E 

F 
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5 1 4 


16' 


6 1 5 

& 


cuugs a 

IQ 1S3 I 


8 I 1 


X2'!& » 


breaks into 5 of 
ihese breakdown 
units: 


breaks into 6 


breaks into 3 


' .. 1 

CS3 


-GUARD 
«» 1S3 


E3 


Htffe 
A S 
B 221 
C 2111 
D 011111 
E 02010101 
F 001010101001 


Guards 

A 6 
0 321 

C 2211 
D 021111 
E 02020101 
F 0101010101001 


SWIG 

A 3 
B 332 
C 2222 
D 221111 
E 02211101 
F 00200201010101 


The Russian player rolls the die once for each 
unit being para dropped. The die roll is cross- 
indexed with the wind speed on the Paradrop 
Dispersal Table. The resulting letter is matched 
with the correct row in the Dispersal Chart 
corresponding to the unit being paradropped. 
Immediately behind the corresponding letter in 
the correct chart is a number or series of 
numbers* The first number in the series designates 
the number of breakdown units of the para¬ 
dropping unit which landed in the target square. 
The following number designates the number of 
breakdown units which dropped into the next 
adjacent downwind square. 

Example 



The Russian player is attempting to paradrop a 
SMG Company into target square X in a medium 
wind. He rolls a 6 which he cross-indexes with 
the column “medium” in the Paradrop Dispersal 
Table. The result is an l *E” which, when matched 
with row “E” In the SMG DispersaJ Chart, gives 
the result of 02211101. Thus, no breakdown 
units land in target square X, but they are 
scattered in a string downwind from it. Note also 
that, due to the zero just before the last I in the 
result, no breakdown units land in square Y. No 
breakdown units drop past square 2. 

E - Breakdown units may never separate. How¬ 
ever, they may join together. For example, five 
Rifle breakdown units may join together to form 
an entire Rifle Company, but the Rifle Company 
may never separate into five breakdown units. 
This holds for any amount of breakdown units in 
the same square belonging to the same company. 
F Breakdown units, until (if ever), they have 
joined together to form an entire company, may 
be attacked selectively. In combination, or in any 
other manner subject to the normal rules, 

G — Breakdown units 1 defense and range are 
cumulative. For example, two Guards breakdown 
units stacked together have a combined defense 
of six anti a range of two. However, each may 
fire separately, in which case their ranges are one. 
Range is cumulative because range is dependent 
upon how much fire one can accurately pump 
into a square. Obviously t the fewer guns one has 
to shoot with, the fewer bullets which will 
accurately reach the square being fired upon. 
Thus, the unit’s range of accurate fire is reduced. 
Breakdown units’ combined range may never 
exceed the range of their entire company when 
whole. Units of different companies may not 
combine ranges. 

11 The only exception to the above is that 
when seven SMG breakdown units are stacked 


together, I heir defense becomes ten, not seven. 
Also, when six are stacked together, their defense 
is eight. When 'five arc stacked together, their 
defense is merely five. However, SMG breakdown 
units of different companies cannot obtain this 
bonus by stacking together. 

I — To represent the advanced training of Russian 
para-units, these units may act as engineers, if, 
and only if, they have formed into one complete 
company unit. These para-units need not be 
stacked with another unit to gain engineer 
capacity. 

I — In order to form a complete company, the 
breakdown! units must begin their turn in the 
same square. In the turn of forming the 
company, the breakdown units may not attack in 
any manner, although the complete company 
may move in that turn (but not at the road 
movement rate). Breakdown units of different 
companies may never join together as one 
com party* 

K Notice that landing “A” on all three 
Dispersal Charts has all of the breakdown units 
landing in the same square. These units may form 
into a company no sooner than the turn after 
they paradrop. 

L — Para-units may not attack or move until the 
turn after they paradrop. 

M — Breakdown units which, as a result of 
dispersal, land off the board, are considered 
eliminated. 

N - Breakdown units which paradrop onto a 
German unit other than a lone wagon are 
considered eliminated. If breakdown units land 
on a lone wagon, that wagon must vacate that 
square on its next move. If breakdown units land 
on a loaded wagon, the wagon immediately 
unloads and the breakdown units landing in that 
square are eliminated, German units of all types 
except lone wagons may not move or fire in a 
turn which Russian units paradrop directly onto 
them. 

O— If a Russian player picks as a target square a 
square in which the German player has a Wirbel- 
wind, that complete para-unit is eliminated (Its 
plane was shot down.) 

P The same stacking rules exist for the Russian 
as always, except that now fractions must be 
taken into consideration. A stack in which a 
Russian AFV is stacked with breakdown units 
which, when totalled, equal less than one 
company, is considered to be an armored target. 


VICTORY CONDITIONS 

Basically, the Russian player tries to cut roads, 
while the German player attempts to prevent the 
cutting of roads with minimum casulties. 

Cutting a road is defined as having any unit, 
except unloaded transport, occupying any square 
along the length of the road at the end of the 
game. In some cases, holding an intersection will 
block two roads simultaneously. 

To block a road from a city square, It is 
necessary to hold the city square into which the 
road first enters. 

The Russian player receives the following 
amount of points for cutting the following roads. 
Obviously, the deeper into German territory the 
cut road is, the more it hurts the Germans, so the 
more points the Russian receives for cutting it. 


Road 

Opustoscherudi to Grabyosh 

Grabyosh to Bednosl 121 

Norttv&ouih read Th rough Bed non 

Bednosi to Golod 

GuIulI to Uscha-s 

Use has to G-10 

Ustrhos 10 Q-9 

4-& to Q-9 

J-5 to A-3 

J-& to Q-1 


Points tor Cutting 
1 

1 each 

2 
3 
3 

3 

4 

4 

4 

3 


German 

Marginal - ? or less German units destroy erf 
Tactical - 4 German units destroyed 
Strategic - 2 German units destroyed 


Russian 

Marginal - 17 points 
Tactical - 21 points 
Strategic - 2S points 


STRATEGY 

German: In general, your A-class vehicles should 
be set up on the western half of board three, 
ready to repel the Russian Attack Force, Your 
H-class should be guarding the roads one and 
two, ready to respond quickly to Russian para- 
drops. However, you must be careful not to 
commit all of your rear guard in one area. Re 
prepared for a Russian second and third para¬ 
drop, You should be able to tell by what the 
Russian drops on turn one roughly how many 
units he has left to drop. You must respond 
quickly to a Russian drop, but not with every¬ 
thing you have. Garrison road intersect ions 
heavily, especially the intersection at J-5. 

You should keep in mind that you only have 
to destroy one breakdown unit to keep the 
Russian from forming an entire company from 
the remainder of those breakdown units and 
gaining engineer capacity, Tl is much better to 
make a selective attack on one breakdown unit 
from each company, rather than to attempt to 
destroy one entire company at a time. 

Russian: You must keep the German guessing. Do 
your best to keep him from knowing if you have 
any para-units left to drop. If the German 
commits most of his force in one area, seize upon 
that chance to land para-units wherever he isn't. 
This will give you time to group your breakdown 
units Into complete companies. 

On the first turn, don’t paradrop units directly 
upon road intersections, for the German will 
probably have them well guarded. Usually it is 
best to paradrop most of your units onto board 
one, since rougldy half of board two (and of 
course, all of board three), should be liberated by 
your attack force. However, give consideration to 
landing some of your para-units on board three 
to give your attack force a hand. 

Remember that the later you drop your para- 
units, the Jess time the German will have to blast 
you off the road. However, due to the Para force 
Entrance Table, you cannot simply drop all of 
your units as late as you wish. You must decide 
whether it is best to drop your entire force 
together on turn one* or to drop parts of each 
pat afore e separately on different turns. 

If at all possible, the Russian should risk 
counterattacks on the Maul tier. It Is not as 
difficult as it might seem to get good odds 
against the German, If you have some whole 
companies to act as engineers. 

Also, remember that when considering victory 
conditions, a wagon is just as valuable a target as 
a Panther. This is admittedly unrealistic, and I 
probably could have worked out a point system 
for German units. However, f doubt if any of 
you could have stood another chart. 


PLAY BALANCE 

Generally, the game is well balanced. However, 
If you find the German winning very easily, use 
hidden movement. If you are using third person 
hidden movement, consider breakdown units 
landing wilhin four squares of a German unit (o 
be seen by the Germans. If the Russian player 
wins too easily (a more likely occurrence), use 
Jerry Thomas’ Experimental Panzer Blitz rules as 
given in the General, Volume 10, No. L 
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SERIES REPLAY Origins 


USA — Herb lissrenK 
FRANCE RHI Drakert 
BRITAIN - John Hendry 
RUSSIA - Tdi Hirsan 
GERMANY - John Caton 
GAMES MASTER - Lewis Pulsipher 


PARTICIPANTS; 


The Participants 

In a multi-player game the characteristics of the 
players ate much more Important than in a two-player 
game. A player may acquire n reputation for honesty or 
deceit In previous games, a.nd no one wants to trust a 
deceitful player if he can avoid it. Of course, the matter 
Is seldom clear-cut. In this game all players but John 
Caton had played postal DIPLOMACY for some time 
before they began playing ORIGINS. All had previously 
played each other in postal ORIGINS except John Caton 
and Bill Drakert, and Caton and Edi Birsan. Birsan in 
particular is a well-known DIPLOMACY player, and this 
combined with his record might lead one to expect 
others to gang up on him En a normal game. In a 
demonstration game, however, all players are "experts" 
and the tendency to oppose the player with the best 
record is small. 



Player Records At Start 


Hert> Barents {USA I 

historical 

Germany 

Second 


enti-Bol&h 

Russia 

Third 


oggres. Fr 

Britain 

First 


aggros. Er 

Britain 

First 

Bril Drakert (FRA) 

historical 

Germany 

First hi 


anti-Boldi 

France 

Third 


histuricel 

Britain 

Second 


historical 

Russia 

Second 


aggres. Br 

Germany 

Second 


aggreS, Fr 

Germany 

Second 

John Hendry IBRIJ 

mixed 

Britain 

First 


historical 

Ru&sia 

First 


historical 

Russia 

First 


historical 

Franca 

Second 


historical 

Britain 

Third 


aggre*. Fr 

France 

Fourth 


historical 

USA 

Fourth 

Edi Bimn iRU$) 

historical 

Germany 

First 


mixed 

Franco 

First 


historical 

Britain 

First 


anti Bol$h 

Britain 

First 


eggras. Fr 

France 

Third 


rnixed 

USA 

Third 


aggres, Br 

USA 

Fourth 

John Caton (GER) 

historical 

Britain 

Fourth 


sfitFBoish 

Germany 

First 


historical 

Russia 

Fourth 


historical 

Britain 

FlrsL 


This was the fourth postal ORIGINS game I have 
gamesmastered. I have also GMed many other postal 
games. 

A peculiar fee schedule was used for this game — the 
US and French played for free because they have so 
little chance of winning, and I felt that there ought to be 
some incentive to persuade people to play such positions 
io a game observed by so many two pie. As it turned out, 
both US and France scored very high, and France in 
particular played very well. Each player submitted a 
Country preference list which was used to assign 
positions; in the one case of a tie I flipped a coin to 
determine which player received the choice. 


Barents 

Hendry 

Caton 

Birsan 

Drakert 


_LL F RGB 
_B_ R G F U 

G B R F U 

_R_ 8 G F U 

B G R JL <J 


As you can see, players generally shunned France and 
especially the United States, Herb Barents picked those 
two countries early in order to experiment, according to 
his comments. 


PREGAME PLAYER COMMENTS; 

USA; It is very hard to do anything with the 
US due to the lack of PFs, Nevertheless I plan 
to embark on a very aggressive policy. The first 
part is to secure the targets in the l ’No 
Control’ 1 column a bit, Poland and Czechoslo¬ 
vakia (9 points) are the targets of the first 
years. Tt is a guessing game vs. Germany which 
I must win, l left the Baltic alone as it is a toss 
up between Russia and Germany, but France 
and Britain will join me in Poland and Czech¬ 
oslovakia so l have a better chance to hold out 
there. The second part of the plan is to attack 
Understandings where and when 1 get the 
chance, 1-1 attacks will be the order of the 
day* With luck I can get 17 points; any more 
than 11 and Til consider my plan of attack a 
success. 

FRANCE: Basically, my plan is to ensure 
Alsace, stop German Controls when I can, and 
pick up any Understandings I can. To that end 
! have informed the Germans 1 will slay out of 
the Rhineland if he keeps out of Alsace. I have 
suggested to the English that he direct the 
Anti-German alliance, and to the Russians that 
I would like to ally with them vs, the 
Germans. I told the US that I thought our best 
plan was to cooperate with the English (which 
is true - but doesn’t let us win). I have heard 
from all the players. There is, of course, a 
strong Anti-German sentiment, surprisingly 
little Anti-Russian though they always do well. 
Germany and ! have agreed to non-aggression 
in Alsace/Rhineland although he will not be 
pleased to see me in Czechoslovakia, Britain is 
presumably going for the Understanding in 
Germany. I considered allocating 2 PFs for 
Romania instead of France, but decided it was 
not vital to me and that l could wait to see 
how best to block the Russians. 1 will attempt 
to control Alsace in *36* 

BRITAIN: My main concern is in Poland and 
Czechoslovakia - the only Understandings 
which l can permanently lose to a German 
ConiroL If I save these, the other Understand¬ 
ings will fall in place later in ihe game* 

GERMANY: My first objective is to convince 
the others that I will not work jointly with 
Russia unless they give me no alternative. If 
Fm successful Russia will not get a first turn 
Control* Britain will not attempt an Under¬ 
standing in Germany until the second year, and 
I’ll be able to pick up Controls in Rhineland, 
Czechoslovakia, Austria, and Romania. If 
Britain establishes an Understanding in 
Germany on the first turn, my alternative will 
be to work for joint Controls in Romania and 
Poland. Once accomplished, 3 will place every¬ 
thing in Germany to eliminate any Under¬ 
standings there until the final year. 

(Later correspond ance) It appears that 
France and the USA didn’t buy my suggestion 
of 2 PF’s each to the Baltic, Everybody seems 
to be thinking about Poland so Fli change my 
placements to 5 in the Rhineland and 7 to 
Czechoslovakia. (GM Note; this change was 


received too late and hence was not allowed.) 
By raking Czechoslovakia I cost the Russian 3 
points and the American 4 - thus eliminating 
any grounds for mutual interests among the 
Allies. This depends on Britain staying out of 
Germany on the first turn so 1 can grab 
Austria and Romania on the second. 

maS Placements 
USA 1 Pol, 1 Cltt 
FRA 2 Fra, 2 Cze 
BRl & Ger, 2 Pol, 1 Cxe 
RUS 6 Bat 

GER S Rhi, 5 Cze, 2 Pol 

USA; The initial placements have stopped 
Germany cold, A British Understanding in 
Germany will hinder his movements for the 
next two years. Germany guessed wrong on 
Austria and Czechoslovakia and will now have 
to fight for both of them, which could be 
costly. Germany is left out of the Baltic and 
will have trouble in Poland* Russia is now the 
one to watch out for* 

FRANCE: My cooperation is the key to 
anyone winning {except the US). I will con¬ 
tinue to allow Britain to dictate the ki anli- s ’ 
moves for the time being* 

GERMANY; The British Understanding in my 
homeland has ruined the old game plan. I must 
now come up with a new strategy. Tentative 
move for 193 b is 5 to Aus and 11 to Pol* 

7935 ATTACKSt 

Germany 5-1 vs, Britain In Czechoslewakiai DE 
Germany 1*1 ye, Britain in Poland: DE 

USA: Expect a big German-Britain confronta¬ 
tion in Germany this turn which will give 
Russia a free hand in Romania. 

GERMANY: The only effect my unallowed 
move change would have made is that I might 
have heaved two countries out of Czechoslova¬ 
kia instead of just one* My real mistake was 
not irying for Austria - it is such an obvious 
German move that no one would have tried to 
block it. Sometimes the obvious is the best, 
especially when your opponents are as clever as 
these, 

l have to hope Britain wants an immediate 
Understanding in Russia and stays away from 
Austria. If Russia gets a control this turn it 
will have to be shared with me. If he goes for 
Poland then I get Romania and a share of 
Poland. At tins point, nothing ventured (even 
at minimum possibilities within realities) 
nothing gained* After tills turn my only re¬ 
course will be to knock Britain out of 
Germany and he prepared to do the same to 
Russia. 

193C Placements 
USA 2 Aus, 1 Die, 1 Pol 
FRA S All, 1 Fra 
BRI S Gar, 2 Cz%, 2 Pol, 1 Aus 
RUS 3 Rom 

GER 1 Cze, 6 Am, 4 PejI, 5 Rom 

FRANCE; There were some interesting rumors 
and hearsay plans* apparently started by 
Russia, indicating an effort to keep me out of 
Alsace. 1 never considered this a serious threat; 
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Postal Origins 

It ought to be clear from the ORIGINS rules that 
postal play h unlike that of any other Avalon Hill game. 
Enthusiasm for postal play has never been high, and 
most players have been DIPLOMACY players rather 
than Avalon Hill game fans. About 30 postal games were 
started in 1972 h including at least one in Great Britain, 
and about 25 in 1973. This year the total has dropped 
off considerably. In the past each game has been given a 
unique identifying number, but this practice may have 
been abandoned recently. For more information about 
openings for postal play contact Raymond Heuer, 
102-42 Jamaica Ave.. Richmond Hill. Mew York 11413. 

The biggest problem with postal play, aside from 
deteriorating mail service, is that a games master (GM) 
may decide ro "drop out," leaving his players with the 
game partly finished. He may do this because of personal 
problems, or because he's bored, or even because he just 
set up the game so that he could pocket the game fees, 
though outright dishonesty of this sort is rare. It is 
difficult to avoid this problem, which has fortunately 
become less prevalent as the average age of wargamers 
increases. All a prospective player can do is ask other 
players who the more reliable GM's seem to be. 

In the games played here, the GM used a 10 digit 
randomizer rather than the stock market results in order 
to preserve the odds of the postal ptay table while 
avoiding the inconvenience of the stock system. After 
all, if you can’t trust your gamesmaster, you shouldn’t 
be playing in the first place. The most common deadline 
length for postal ORIGINS is three weeks, since the two 
weeks suggested En the rules no longer allows adequate 
time for negotiations. In the games presented here a 
"sliding" deadline was used. The GIVI set a final deadline 
date, but if all moves were received prior to that time 
(and without a request to wait for a possible move 
change) the GM immediately adjudicated the orders and 
mailed out results. Positions were determined by 
preference list (see "The Participants"), Some GM's 
assign positions by lot. 

The most important difference between standard 
FTF ORIGINS and the postal game is that placements 
are made simultaneously. Countries which place later in 
FTF ORIGINS , especially Germany, lose the advantage 
of seeing where other players have placed. The weaker 
countries, USA and France, have a chance to outguess 
the stronger countries in placement that is not available 
in the FTF game. Postal historical ORIGINS is not so 
badly balanced as the FTF game, therefore. Another 
difference is that you cannot know who is negotiating 
with whom. In FTF ORIGINS if you see your ally going 
into a comer with your enemy you can suspect that 
something may go wrong. In postal ORIGINS players dg 
not have this advantage, and this perhaps makes it easier 
to break an agreement without the former ally becoming 
aware of it before moves are made. 

Play Balance 

Edi Birsan, the player for Russia in these games, once 
said that ORIGINS is a monument to poor play testing 
(the designer and developers are no longer employed by 
Avalon Hill, of course). Whatever the reasons, none of 
the versions of ORIGINS is well-balanced, and at least 
one country in each version has virtually no chance to 
win. The historical game is no exception. The United 
States, to my knowledge, has never won a game of 
historical ORIGINS by mail or FTF, France has won 
only seldom. Given competent play, neither of these 
countries has a chance to win, though fortunately, the 
other three countries have fairly even chances. The 
French win recorded below followed from poor play by 
Britain and Germany, 

The following statistics refer to results of the first 
recorded group of postal games to finish. The first 
number listed for each country is number of First places, 
the second is number of seconds. 



USA 

FRA 

BRI 

RUS 

GER 

Historical 

0-0 

1-0 

32% 

2-2 

2-314 

AH tv Res 

&-1 Y* 

TfoAUk 

7JS-6 

7H-BW 

17-7 

Play since 

these 

numbm 

were recorded 

continues 


bear out the general proposition that in postal historical 
ptay, Britain, Russia, and Germany have fairly equal 
chances, with possibly a slight edge for Britain, while 
France has a smatl chance and the US virtually no 
chance to win. 


no one has the factors to waste there at this 
time. 111 continue to provisionally cooperate 
with Britain, I have 6 of a possible 23 points 
already and will hoard all possible strength in 
France without alienating England, At this 
point in ORIGINS, inter-player communica¬ 
tions deteriorate; the die is east and remaining 
goals are structured until the critical “guessing 
games'* of 39-40. 

GERMANY; I plan a joint control of Romania 
with Russia unless he is fool ish enough to 
attack at 1-1. My immediate objective is to 
disrupt the 1937 placements of France and the 
USA so to be certain that they do not have a 
combined strength in excess of 10 PFs in 
Poland, I have proposed a plan to Russia which 
could get us joint control of Poland. If Russia 
accepts he is to put all 10 PFs in Poland, while 
I would put 14 there as well as three each to 
Austria and Czechoslovakia, If he refuses III 
have to put all 20 in Germany and accumulate 
PFs there for a mighty bloody 1940. 

1936 ATTACKS 

Germany vs. USA at 3-1 in Auairla; — 

Germany vj r F HA at 3-1 In Czechoslovakia: Ex 

Germany vs, USA at 3-1 in Poland: DE 

FRANCE; In line with my policy of British 
support 1 will allocate 10 PFs to Romania, 
placing maximum pressure on the Germans and 
Russians. Their failure to share Control in 
Romania is clearly of great interest and 
presages an English victory. I am asking the 
British for help vs. the Germans. 

BRITAIN: No comment but following move 
changes: 3 Pol, 3 Czech (common to all 3 sets) 
plus 3 Aus, 3 Ger; 2nd set - 1 Aus, 2 Rom, 3 
Ger; 3rd set - 2 Aus, 2 Ger, 2 Pol. The third 
and last change came after the games were split 
(see below). 

RUSSIA: Can't believe the Germans didn't 
agree to control in Romania - the fool! 

GAMESM ASTER: When I read the above 
comment 1 realized that something was amiss. 
It turned out that Russia had sent an agree¬ 
ment to share control in Romania, but this had 
not reached me. I had not revealed Germany's 
offer to share control in Romania to the other 
players, since (his was info they could not 
obtain in a FTF game unless Germany deliber¬ 
ately revealed it. 

A missed move is the responsibility of the 
player, Edi Birsan depended on the Postal 
Service, sending only one set of moves. Since 
the miss was obviously crucial to the game, we 
decided to split the game Into two sections. In 
the first, Germany and Russia were allowed to 
share control as though Russia's moves had 
arrived. In the second, no change was made. 
The second is what would have resulted had 
this been a normal postal game, and not a 
demonstration. 

The games shall hereafter be referred to as 
the “Shared Control" game (SC) and the 
“Missed Move" game (MM). 

FRANCE: Continuing moves in line with my 
alliance with the British vs. the Russo-Germans- 
These placements are in places which give me 
points for Understandings, 

RUSSIA: First, a move change, switching a 
placement of l PF in Cze to Pol (SC). My 
overall strategy is to maintain an alliance with 
Germany for cooperation in Poland and 
Romania as well as to direct the western 
powers to support Czechoslovakia and Austria 
so as to prevent Germany from walking away 
with the game. Then, in 1938 Ell shift frbm 
that stance to an all out attempt to stop 
Britain, who by that time will have so antago¬ 
nized Germany that he will throw away his 


chances for a win by concentrating with me on 
"Stop Britain'* effort. Hopefully. Poland can 
be maintained as a constant drain on the west's 
PF’s jn order to allow a quick, final effort 
against British Understandings in, say. Czecho- 
solvakia and Italy, With the exclusive Russian 
control of the Baltic and PoJand still free, 
Germany has a maximum of 20 points, still 
below my own of 2L France with the loss of 
the Baltic and hopefully Romania has a total 
possible tally of 21 which requires a minimum 
of 40 PFs to maintain. With a total of 54 for 
the game there is not much room for error or 
fighting anywhere. That brings us back to 
Britain as the threat. That can be handled by 
drawing the British diplomatically itilo a 
PF—draining gamble of trying to maintain an 
Understanding in Germany and thus preventing 
them from building large reserves for 1940 point 
gathering. 


MM 1937 Plata mams 
USA \ Aus, 1 Cae, 2 Fra, 2 Pol 
FRA 10 Rom 

BRi 2 Aus, 3 Cze, 2 Gar, 3 Pol, 2 Rom 

HUS 8 Pol, 2 Rom 

GER 3 Aus, 2 Cze. 14 Pol, 1 Rom 

SO 1987 Placements 

USA 1 Au-fi, 1 Cz%, 2 Fra, 2 Pol 
FRA 5 Ays, 5 Pol 
BRI 3 Aus. 3C«, 3 Ger. 3 Pol 
RUS 10 Pol 

GER 14 PoJ. 3 Aus, 3 Cze 

FRANCE: It is interesting to note the variation 
between the moves with Romania still con¬ 
tested, The MM version is much more in 
Britain's favor since I am doing the bulk of the 
battling at this time. However, if Britain looks 
overly powerful the others may forget about 
me long enough for me to grab some quick 
Understandings at the end and win. 

GERMANY: The games have changed more 
than l had thought. The only real surprise in 
SC was USA putting 2 PF's in France, l still 
haven’t figured that one out. 

MM, on the other hand, was full of sit prises. 
France putting 10 PFs in Romania was un¬ 
believable. Russia’s attempt at a double-cross in 
Romania was expected but disappointing. 
Poland would have been up for an easy grab if 
Russia had not been so greedy. 

1937 ATTACKS MM 
Rusjla vs. (jUieln at 1-1 in Poland: — 

Germany vs. US A at 3-1 In Austria: Ex 
Germany vs. USA at 2-1 In Czech: DE 
Germany vs, US a Hus at 2-1 in Poland: Ex 

1937 ATTACKS SC 

Germany vs, USA ai 3-1 in Austria; - 
Germany vs, USA rt 2-1 in Czech: Ex 
Germany vs, USA Si France at 2-1 in Poland: Ex 

GAMESM ASTER; Once again Russia made a 
procedural error. He did not submit moves for 
’37 attacks, and so l used general orders 
submitted a few turns before. Obviously. 
Russia wanted to attack Britain at 2-1 in 
Poland in the SC game so that he could share 
control with Germany, who was eliminating 
the French and USA. His orders were mis¬ 
written and so instead he did nothing and 
Germany and Russia lost their opportunity to 
gain Poland. A postal multi-player game cannot 
be hailed in order to let a player rewrite 
sloppy orders; and in this case it was possible 
that Russia intended to miswrite his orders; a 
tactic not unheard of. 

MlM 1938 Placements 

USA 2 Aus, 1 Cze. 3 Fna. 2 Pol 
FRA 5 Cze, 5 Rom 
SRI 3 Cz«, 1 Ger, 7 Pol, 3 Rom 
RUS 4 Aus, 6 Czb, 2 Rom 
GER 24 Ger 
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SC 1938 Placements 

USA 2 Am, T Cze, 3 Fra, 2 Pol 
FRA B Cm, 6 Pol 
BRI 4 Aus r 3 Cze, 7 Pol 
RU5 4Cze,6Fr fl ,2Pol 
GER 24 Gar 

FRANCE: I have little else to do except hoard 
points in France, My moves continue to 
cooperate with Britain and I am informing him 
accurately of my moves. The difference in the 
games is obvious; in SC the Russo-Germans 
have more points and an easier disposition of 
factors and should, presumably, do better, I 
still have a possible score of 21 points jf the 
others overlook me, 

RUSSIA: In SC I must remove some of the 
French PF’s so he doesn't have enough to 
cover all bases. In MM I must punish the 
Germans for their transgression and establish a 
hard-nose policy against stabs for influence of 
future games. 


MM 1938 ATTACKS 

Ftuuila vs. Germany and Britain at 1-1 in Ronrusrila: - 
Germany vs. USA b \ 3-1 in Austria: E* 

Germany vs. USA ai 6-1 in Czechoslovakia: DE 
Germany vs, USA eit B-1 in Poland: DE 

SC 1938 ATTACKS 
Russia vs, France at 2-1 In Poland: Em 
R ussia vs. USA at 4-1 in Czech os lovskie- DE 
Germany vs. USA In Czech and France in Franca: already 
eliminated 

FRANCE: The Russo-Germans seem to be 
using overkill in SC, [ can't see expending the 
effort to defend my I point Understanding in 
Austria, so I will use the same basic plan in SC 
as in MM, 

BRITAIN: Things are looking really good. I 
should win both games. Outguessing Germany 
was the key, I had enough factors there to 
keep him from getting a 2-1 on my Under¬ 
standing, which will keep him from attacking 
me, I plan to reinforce in Germany and save 
IQ factors for I 940. 


GERMANY: Urn unhappy about the progress 
of both games. If it were not for the many 
blunders by Russia, Poland would be safely in 
our hands. So would Romania in MM. He just 
might have given the whole works to Britain, 
In MM. Romania is closed for good, it‘s not 
worth the effort to bust up France and Austria 
will be a tough nut to crack by the time 1 get 
Britain out of Germany, Things are equally as 
tight in SC, 

MM 1939 Placements 

USA 5 8ri,S Rus 
FRA 7 Fra, 5 Rus 
BRI 7 BrC9G<jr 
RUS 2Bri, 12 Rus 
GER 28 Ger 

SC 1939 Placements 
USA 5 Bri, 5 Rus 
FRA 7 Fra, 5 Rus 
BRI 7 Qn, 9 Ger 
RUS 14 Rus 
GER 28 Ger 

GAMESMASTER: I asked Britain why he 
chose to save PF’s in Britain rather than make 
his Understanding in Germany 2-1 proof. He 
replied that he left 7 in Britain because he had 
4 more Understandings to pick up and only 18 
PF’s to do it with on the last turn. He wanted 
enough to pick them up plus a few extra for 
insurance. If the German attack succeeds, he 
blew it. If it fails, he conies out smelling like a 
rose. 

I also ssked Germany to elaborate about the 
Russian blunders he referred to, l-ie cited the 
Russian “loss” of his orders to share control of 
Romania as paramount. This split the game 
and gave the Allies a chance to reevaluate their 
moves. The second blunder was the way he 
wrote his orders for Itis attack in Poland. Had 
he attacked Britain at that juncture they would 
be sharing Poland and Romania, It also would 
have given Germany the opportunity to take 
Austria and still have the strength to bar a 
Russian Understanding in Germany, Edfs 
blunders may have been planned, but if so he 


only prevented a German win and did not set 
up a Russian one, 

MM 1939 ATTACKS 
Russia vs. Franca In Russia ai 2-1: — 

Russia vi, Britain In Romania at 2-1: Ex 
Germany vt. Britain in Germany at 2-1: Ex 
Germany vs. Russia in Czech bt VI: — 

SC 1939 ATTACKS 
Russia vs, Frortca in Russia ai 2-1: Ex 
Russia vs, U$A In Poland at 3-1: — 

Germany US, Britain in Gar many at 2-1: - 
Germany vs. USA In Poland at 6-1: DE 
Germany vs. Russia In Czech at 1 t; Ex 

FRANCE: With the last move my only 
problem is allocation of insufficient resources. 
I must go where the points are. 

The USA score will be higher than usual, 
mainly due to the defensive blocking of the 
Russo-Germans particularly in MM. The 
Romanian maneuver and British-German con¬ 
frontation in Germany have given the game an 
unusual flavor, 

GERMANY: If my placements appear to be a 
desperation move with the hope that tfie Allies 
cut each other’s throats it is because they are. 
The Russo-German situation has been one 


The Nature of the Beast 

A person accustomed to Avalon Hill's other wargames 
must be careful to recognize the differences between 
those games and ORIGINS. 

1) ORIGINS play requires a different type of 
thinking because it is a multi-player game. The differ¬ 
ence between a multi-player and a multi commander 
game is much greater than the difference between the 
latter and a two-player game for this reason: players in a 
multi'player game are free to choose and change sides; 
players In a multi’commander game have no freedom to 
change — enemies and friends for non enemies! are 
determined by the game and remain the same through¬ 
out, ORIGINS is not a good example of a multi player 
game because the history conditions tend to force an 
east vs. west alignment on the players, but the choice is 
available, and some peculiar-looking combi nations can 
result. 

2) The complexity and much of the action in 
ORIGINS is not visible. It is the interaction between 
players that is most important, and this is much more 
complex than anything in the actual moves and attacks. 
Player comments help give some idea of what is going on 
"behind ihe scenes." 

31 Mechanically, ORIGINS is a very simple game. 
This in itself is good in a multi-player game, but the 
play-balance is so poor, and the lock factor so high, that 
it Is relatively easy for a player to reach his maximum 
proficiency. In many respects ORIGINS is an excellent 
parlor game, but most wargamers prefer sterner stuff in 
their wargames, 

4) It is impossible to say flatly of ORIGINS, 
"such-and-such a move or tactic is best/' ORIGINS is 
not open to the kind of nearly rigid analysis one can 
provide for the German move in BULGE, the Russian 
set-up in STALINGRAD, or The best invasion beach 
defense in D-D A Y , Such analysis can be made because 
there is only one opponent, and each player has (very 
approximately! one half of the forces in the game. The 
ideal in a two-player game is to devise sets of moves such 
that the opponent can do nothing to save himself. You 
attempt, to maximize your minimum gain. Theoretically 
it is possible to do so through the use of mathematics 
(game theory!. ORIGINS is more subjective, more 
psychological, more intangible. The theoretical 
ORIGINS player who never makes a strategic or tactical 
mistake cannot win if his negotiations prove fruitless. 
Even the stronger nations are effectively only one fourth 
of the strength in the game. (I am not referring to 
counting PF's PE's can only be considered In relation 
to objectives, so that Britain and Russia are as strong as 
Germany although They have fewer PF's,! No ORIGINS 
player can "go it alone" and win, given decent play by 
the other four. Game theory and mathematics won't 
help here. In fact, it is very difficult to advise a new 
player in the psychological aspects of negotiations. 
Experience and native ability count for much more than 
any amount of written instructions. 


Scoring an Origins Tournament 

ORIGINS is potentially a good tournament game, it is short, simple, and accommodates many players. 
Unfortunately, the great lack of balance must be overcome $o that a tournament will be fair. The method which 
most gamers would try first is to assign handicapping points, Sul such attempts Can only create new imbalance, 
because it is very unlikely that anyone can have enough playing experience, with top quality opponents, to know 
exactly what handicapping values ought to be. 

The following method eliminates the need for attempts at objective Judgements. Players are compared only with 
persons in the tournament who are playing the same country, on the basis of total paints scored, and oF their place 
in their specific game. The reason for the latter is to prevent alliances designed to score points without regard for 
who wins the game. The players for each country are ranked according to points scored, with one tournament point 
given to the player at the bottom, two to the next, and so on. Tournament points for place are assigned in the same 
way. Ideally, each person ought to play at least three games in order to decrease the effects of poor luck in one 


game. Here is an example using S players En 3 games: 









GAME ONE 



GAME TWO 


GAME THREE 


Player 

Country 

Pts 

Place 


Country 

Pts 

Place 


Country 

Pts 

Place 


AI 

USA 

0 

Sth 


GER 

22 

1 St 


BRI 

21 

2nd (tie) 

Bill 

FRA 

12 

3rd 


USA 

5 

Eth 


GER 

22 

1st 


Cal 

BRI 

19 

1st 


FRA 

11 

3rd 


RUS 

21 

2nd (tie! 

Dan 

RUS 

10 

4 th 


BRI 

19 

2nd 


USA 

3 

Sth 


Ed 

GER 

14 

2nd 


RUS 

10 

4th 


FRA 

3 

4th 



COUNTRY PERFORMANCES 





TOTAL POINTS 




High 

13) 

2 nd 

< 2 ) 

Low 

til 


Game 1 

Game 2 Game 3 


Country 

Total 

USA Bill 

5 

Dan 

3 

Al 

0 

AI 

1 

5 

314 


6 Y 2 

16 

FRA Bill 

12 

Cel 

11 

Ed 

8 

Bill 

3 

1 

5 


av 3 

1714 

BRI At 

21 

Cal 

19 lie 

Dan 

19 tie 

Cal 

5 

3 

314 


SIS 

IB 

RUS Cal 

21 

Dan 

10 tie 

Ed 

10 tie 

Dan 

2 

4 

1 


5 

12 

GER AI 

22 tie 

Bill 

22 tie 

Ed 

14 

Ed 

4 

2 

2 


3 

11 


Cal wins the tournament. Note that Bill was stuck with playing both USA and France, He played well with (hose 
countries, however, and that showing gave him enough points to move ahead of AI. On the other hand, Ed did not 
have to play United States and also played Russia and Germany, two strong countries. If the country comparison 
had not been used, he would have been fourth, not fifth, primarily because he had the strongest set of countries. 
This scoring system helps eliminate unfair comparisons. 
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Origins Bourse 


The Bourse (currency market) game was developed 
for bystanders of face-to-face multE-player games, but it 
is belter suited to postal games. In many cases the 
players of the game around which the Bourse is based 
[Origins in this case) are also players in the Bourse. 
Origins is particularly easy to use for a Bourse because 
no country is eliminated, and all countries have a simple 
point-score at game end. The following rules are one of 
the many forms of Bourse, this one designed for postal 
play* It can easily be adapted for FTF pi ay using a 
chalkboard, play money and tokens, 

1. At the start of the Bourse, each player has 500 
units of each currency (United States-dollars* Germany- 
marks* France-francs, Russ I a-roubles, England-pound si 
plus 10,000 gold units (G), 

2. When the Bourse begins, players start sending in 
"bids" (Le. f prices they are willing to pay per unit of 
currency they are interested in buying) and "offers" 
(i*e,, prices at which they are willing to sell currency), 
AH prices are in G, and all bids and offers must include 
amount as well as price, 

3. As soon as any bid is equal to or greater than an 
offer for a given currency, sale takes place, if the bid is 
greater than the offer, the difference is split. 

4* When a bid is less than any offer, no sale takes 
place* 

5* In cases of multiple bids/offers received on the 
same day, the highest bids and lowest offers are 
executed first, 

5* Bids and offers are accepted continuously 
throughout the Bourse. 

7* Bids and offers may be conditional ol events In 
The game, or fluctuations in price (e.g,, "sell 50 marks at 
86 if the price of pounds drops to 70 or if Russians In 
Poland destroy US there without loss"). 

8. Fractions may not be used in bids or offers. Bids 
and offers remain valid ("outstanding") until withdrawn 
or supplanted. Split bids and offers are allowed (e.g,, 
"buy 200 marks at 78 end 200 marks at 78"). 

9. Bids and offers may be accompanied by a 
stamped, self-addressed envelope or postcard for the 
gamesmaster to use In notifying the player making a bid 
or offer upon execution of same. 

10. The state of the market as of four days before 
the deadline for each turn of the Origins game 
(placements or attacks) shall be published with the move 
results of the game* Information given shall include 
a) sales, including amount, price, seller's name, buyer's 
name; b) highest bid/lowest offer outstanding, c) if space 
allows, other bids and offers outstanding, 

11. During each interval between deadline dates, the 
games master shall put ten units of each currency up for 
auction to the highest bidders during each period. Bids 
shall be accepted, in G, on individual units of each 
currency, and must state a) numher of units on which 
bid, and b) price per unit willing to pay. Closing date for 
each period for receipt of bids shall he four days before 
the Origins game deadline. Unsold currencies will be left 
to accumulate from period to period. 

12. All transactions must be made through the 
games master. G may not be loaned or given away. 

13. At the end of the Origins game the currency held 
by each player shall be redeemed for G. The amount of 
G shall equal (per unit) the number of points scored by 
that nation at the end of the game, plus 10 points added 
to the winning country's total (divided in case of a 
draw), times 5. The winner of the Bourse is he who 
holds the largest number of G after this redemption. For 
example. If the score is USA j 6 r FRA-2Q, GER-20, 
BRM4, and RUS-12, the player receives the following 
G: 


Country 

Points scored 

Points for first 

G/unit of curru-ncv 

USA 

6 

— 

30 

FRA 

20 

5 

125 

BRI 

14 

— 

70 

FI US 

12 

— 

60 

GER 

20 

5 

125 


Then if the player has at game end 4,000 G, 20 
dollars, and 5,000 marks, he holds 629,600 G after 
redemption. 


The object of the Bourse is to 1) buy currencies at 
low prices and sell them at higher prices, clearing a profit 
equal to the difference in prices, and 2) buy currencies 
for less than their final value, and sell them for more than 
their final value - this means that a person who 
accurately predicts the final score, and who therefore 
has a better idea of what prices he ought to pay for 
currencies, will do better than another player who fails 
to correctly estimate what the outcome will be. Both 
methods must be used, A player who tries to win solely 
by profit-taking, or solely by predicting the final 
outcome accurately, will seldom succeed. 

As an example of 11 a player places a bid of 100 G 
for B0 marks, and a second player is willing to sell at 
least that many at that price. The first player pays 5,000 
G to the second and receives 50 marks. {Of course, all 
transactions actually take place through the games- 
master, but this is in effect what occurs.) Later the first 
player offers to sell 50 marks at 110. and a third player 
bids to buy that many at that price. The first player 
receives 5,500 G for the 50 marks* compared to the 
5,000 G he originally paid for them - a profit of 500 G 
or lOG/mark. 

For example of 2), |f a player thinks that the United 
States will have *ero points at the end of tha game he 
will not wish to buy dollars at any price unless he is sure 
that he can sell them again at a higher price. He expects 
dollars to be worthless at game end. If a player expects 
Germany to win with 20 points, then he can calculate 
that German currency (marks) will be redeemed for 
(20 +10) X 5 or 150 gold units per mark. Therefore the 
player ought to be willing to pay up to 149 G for each 
mark he buys if he intends to hold them until the end of 
the game. He ought to be willing to sell marks for more 
than 150 G, because this would be more than he expects 
to gain from holding marks at the end of the game. Of 
course, calculations are rarely so certain because no one 
is sure how the game will end. If in the above example the 
player bought marks for 140 and held them, and Germany 
scored 20 but did not place first, marks would be 
redeemed at 20 X 5 or 100 G* and the player would lose 
40 G per mark on the total transaction. 

Sample first period {before the deadline for first turn 
placements) Only three players shown - normally there 
Will be many more. 

Player A. Sell 500 dollars at 35, Buy 100 marks at 100. 
Bids for GM currency: 10 dollars at 15, 10 roubles at 
80, 10 marks at 100, 10 pounds at 80, 10 francs at 
20 . 

Player B. Sell 500 dollars at 15. 

GIVI currency; 10 dollars at 10, 10 marks at 90, 10 
roubles at 85* 10 pounds at 90, 5 francs at 35, 5 
francs at 25. 

Player C, Buy 300 dollars at 20. Sell 400 marks at 105, 
Buy 100 roubles at 100* 

GM currency; 10 dollars at 20, 10 marks at 95, 10 
roubles at 100, 10 pounds at 80, 10 francs at 30* 

Transactions: C buys 300 dollars from B for 17V? G 
each. 

Outstanding; Offsn 

400 murks at 105 id 
200 dp lists 31 IE (B) 

500 dollars si 35 (A) 

GM currency sold: 10 dollars to C for 20G each, 10 
marks to A for 10QG each, 10 pounds to 8 for 90 each, 
10 roubles to C for 100 each, 5 francs 10 B for 35 each, 
5 francs to C for 30 each. 

Probably next turn C will lower his asking price for 
marks to 100 in order to sell them to A, He might hope 
that A will instead raise his price, but C spent a large 
number of G on the first turn and needs to sell 
something in order to continue buying in large amounts* 
In order to avoid stagnation, it may be necessary to 
introduce G Into the game (to replace that leaving for 
GM currency). This can be done at a flat rate, or as 
dividends for currencies which rise in price. 



brought on by lousy communications. Birsan 
has not answered any of my proposals and his 
moves did not reflect any willingness to abide 
with joint efforts. I've therefore had to assume 
our alliance is broken although J would still 
share control of Romania and Poland if he is 
willing to do the same. 


MM 1940 Placements 

USA S Bn, & Fra, 2 Rus 

FRA 5 Cze, 5 Qfi, 5 Gar, 5 Ita, 2 Ruj 

BRI 7 Fra. 5 110, 1 Pol, 5 Plus, 7 USA 

RUS 2 Cze. 12 Fra, $ Bn, 9 Ger 

GER 5 It a* 30 Acs. 1 Cze. 10 Ft us, 16 Pol 


MASTER COMMENTS 

Because the GM does not see player correspondence, 
it is more difficult to comment on the course of a game 
than it would be for a two-player game. On the othei 
hand* ORIGINS is a very simple game — so simple that a 
reasonable computer program of play could be written, 
something virtually impossible for BULGE or STALIN¬ 
GRAD, for example. Because the game is so simple, a 
player can quickly master the mechanical aspects and 
concentrate on the psychological field of play. All of the 
players in this game have excellent records, and the 
mistakes that were made are pointed out by the players 
themselves* especially by the almost prophetic French 
comments. Remembering that no amount of explanation 
can substitute for study of the course of the game, I will 
make only a few general comments. 

Remember that ORIGINS is a game, and not an 
accurate simulation* It does not necessarily follow That, 
because Germany and Britain were actually friendly 
until 1938, they must have the same relationship In 
ORIGINS In order for Germany to win* The level of 
abstraction of ORIGINS is very high, and most players 
feel no sense oF history when they are playing the game* 
Think of the players as players, not as Great Powers in 
the in ter-war era, and you'll probably play better. As an 
example, if you tried to play according to realistic 
objectives, all powers would scramble for understanding 
with Italy early in the game. (In fact, anyone who has 
seriously studied this period surely wonders why Italy is 
not a player the explanation in the Designer's Notes is 
terribly weak.) But to do so in the game would be a 
serious error* As you can see* no one In the games 
presented here moved to Italy until the last year. 

Basically, the United States tended to dissipate its 
factors and make obvious errors during the midgame, 
France and Britain played almost flawlessly, Germany 
had problems but made a fair try, and Russia lost both 
control and interest. Germany's comments indicate 
correctly that, while Russia's procedural blunders may 
have been intentional, if they were he cost himself any 
realistic chances at a win. Since Edi Birsan is a player 
who isn't satisfied with trying for second when a win 
becomes unlikely* I think his blunders were simple 
carelessness and not planned. He started out well, but 
when he saw that the western powers were working 
together, he should have maintained steady communi¬ 
cation with Germany in order to hold Britain and France 
down. If he had done so adequately, without offending 
Britain or France unduly, he would have had good 
chances for a win by "going it alone" on the East turn* 
The United States was not much of a factor except on 
the first and last turns. At times he spread his PF's 
around so that they could be picked off by Germany, 
who had nothing else to do anyway (as in 1937). These 
PF's would have been more effectively used in larger 
masses if the US player had been more careful, Germany 
was outguessed a number of times, but basically there 
wasn't much he could do without active Russian 
cooperation, France's comments are an especially good 
guide to the entire game* In Britain's final statement, he 
should have pinpointed the Understanding in Germany 
as the key to his plan. Without it, he could not have held 
Poland and Czechoslovakia* 

Note that all the players were more or less hostages to 
lady luck. A different result in a number of last turn 
attacks would have altered the final ranking. The last 
turn in QR/GINS is almost always a mad scramble For 
points* with many low odds attacks. Game SC was 
relatively quiet in the last turn, but MM was fairly 
typical. 


10Q roubles at 100 (Cl 
tOQ marks ftt 1QO (A) 
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SC 1940 Placements 
USA 5 Bri, 5 Fra, 2 Rus 
FRA SCze, 5 Rus, 5lia,7 Erl 
BRI 1 Pol, 7 Fra, 7 USA, 5 Its, 5 Rus 
RUS 6Cza, 6 Bri, 13 Ger 
GER 5 Rlis, 4 Pol, 20Cze 1 Aus 

BRITAIN: In SC, I’ll probably get 25 points. 
HI probably get Russia, Italy, and France 
barring successful l-l 5 s from Germany or 
France, France, and the USA respectively, 
Germany will attack me in Germany and if 
unsuccessful, I should get all 25. If he does 
break my Understanding, hell either just 
attack me in Czechoslovakia or all of us, 
Poland is another 1-1. If I lose Poland, though, 
Russia could win if he shares control with 
Germany, 

MM is more interesting. I can get 22 at most 
and my Understanding in Poland and potential 
Understandings in France and Russia are in 
jeopardy. If I get 22, I’ll win. I can afford to 
lose Russia or Poland because no one will be 
able to beat me. Rut if I lost both, either 
Russia or France could win. 


The Gyp Factor 

The term "luck factor" has been used in Series ; 
Repays to signify the degree to which combat results 
have diverged from the expected averages in favor of one 
player gr the other r or both. Such a mathematics II y- 
based concept is not really valid in ORIGINS for two 
reasons. First, the concept is based on an average, which 
is less valid as there are fewer attacks. In GRIG INS so me 
countries seldom if ever attack, as France in the present 
games, and perhaps only Germany attacks often enough 
to make the mathematical average useful. Second, in | 
ORIGINS much more than in the common type of 
Avalon Hill game, a single attack can make or break a 
player. Mo average can adequately reflect this. 

This leads to the concept of the "Gyp Factor.' 1, Given 
competent play by his opponents, Le., experienced, not ; 
too imaginative play without many mistakes and no 
serious errors of judgement, how often wist luck cost an 
"expert" player a win? (NOTE: considerably less than 
half of ah players can be considered competent by this 
definition,) Given the absence of luck, the expert will 
win every time in a two player game against a competent 
opponent. As the degree of luck intruding into the game 
increases, the more often the expert will lose because his 
luck is bad, or his opponent's is good. In the latter part 
of the range of possibilities, the expert doesn't win much 
more often than the competent player. The expert, then, 
is gypped by the game. Multi-player games are not 
inherently greater "gyps" than two-player games if you j 
allow for the difference in number of players. That is, an 
expert playing with four competent players would win 
more than one-fifth of the time if no fuck were involved, 
and he would seldom lose outright (i.e., there would be 
many draws), ORIGINS, however r has a very high gyp 
factor because single attacks are so pivotal in the latter 
stages of the game. 

The most obvious effects oF tuck are seen in the 
German attacks on Britain in Germany in 1939. In MM 
the attack succeeded, and Germany scored higher and 
placed better than in SC, where the attack failed. Britain 
scored much better in SC, where his understanding held 
up. The following table shows the theoretically possible 
range of scores before the final attacks, and helps 
indicate how much luck can affect the outcome. 


MM 


Country 

highest 

lowest 

actual 

USA 

15 

4 

9 

FRA 

19 

11 

17 

BRI 

22 

S 

19 

RUS 

19 

5 

11 

GER 

15 

12 

12 


SC 



Country 

highest 

lowest 

actual 

USA 

11 

2 

11 

FRA 

17 

14 

17 

BRt 

25 

17 

25 

RUS 

25 

10 

T9 

GER 

15 

9 

9 


At the beginning of the game tny feeling was 
that if I held on to Czechoslovakia and Poland 
Fd win. Minor plans of equal importance were 
to gain an Understanding in Germany as soon 
as possible, help enforces areas that Germany 
could control, and have at least 20 factors 
going into the final turn. 1 think my plan has 
been proved correct. 

MM 1940 ATTACKS 
USA vs. Ru»lb in Britain at M : OE 
USA vs, Britain in France at 1-1 : AE 
USA France in Russia et 1-1: AE 
France vs, Russia in Romania at 2-1: — 

Russia vs:. Britain in France at 1-1: AE 
Russia vs, Britain in Czech at 1-1: AE 
Russia vs, France in Germany at 1-1; OE 
Germany vs. Britain & Russia in Austria at 4-1: Ex 
Germany v& L Britain in Russia at 2-1: Ex 

SC 1940 ATTACKS 
U$A vs, Russia in Britain at 1-1: OE 
USA vs. Britain in France at 1-1: — 

USA vs L France in Russia at 1-1: — 

Germany vs. Britain & Russia in Germany at 1-1: AE 
Germany vs. Bri r Rus, and France in Czech at 1-1 : - 
Germany vs, Bri in Poland at 1-1: — 

Germany vs, France in Austria: — 




AVALON HILL PHILOSOPHY 

Continued from Page 2 
convention sites and through play-by-mail tech¬ 
niques. All those who are interested in the 
"play-for-pay” methods of the PWA should in¬ 
quire with their treasurer Allan Edsell at his 2630 
Forest View Dr., Antioch, TN address. Yearly 
membership in the PWA is $4.00, 

There will be many other events for those who 
are eliminated from the boardgaming champion¬ 
ships. Smaller specialty competitions will be 
started from time to time throughout the 3 days 
of the convention. Diplomacy, miniatures, and 
fantasy games — to name just a few will be on 
hand. Entry fees for these events will probably be 
token and will not exceed $1,00 although the 
winner of all events will receive handsome 
trophies and probably games as well. On hand 
will be luxurious dealer space for all who wish to 
attend. Dealer inquiries should be addressed to 
Donald Greenwood c/o Avalon Hill. All of this is 
scheduled for the weekend of July 25th-27th. See 
the ad in this issue for further details. We’ll 
announce further developments as plans are final¬ 
ized. 


One of our biggest questions at Avalon Hill 
these days is what to do next. There are so many 
companies producing so many games {both good 
and bad) that It is becoming hard to find a 
worthwhile title. !n the past we've tried to avoid 
subjects already done by others but that policy is 
becoming more and more difficult to follow. We 
may have to abandon it altogether for doing 
already published subjects — but doing them 
better. You can help us to make up our mind by 
specifying those games from the following list 
which you would definitely be interested in 
buying. Merely match the numbers with those 
found on the Readers Response page and mark 
the appropriate choices, 

/ /, Nuclear War — The final war game. The 
USA and USSR weigh peacetime maneuvers and 
defense spending trying to win the cold war. If 
war breaks out ICBMs, SAC, and other modern 
weaponry proceed to bring an abrupt end to 
mankind. 

12. Trafalgar — Ship to ship action in the days 
of sail. Scenarios range from individual ship 
actions in the Revolutionary War to fleet actions 
of the Napoleonic era. 

13. Armor — The tank game. Fought with 
miniatures rules which make a battle royal over 
each vehicle. Such things as penetration, slope of 
armor, angle of trajectory, etc. Influence every 
shot. 

14. Squad Leader — A WWII man-to-man game 
wherein each counter represents a single fighting 

man. 

15. Star Conquest — Strategic game of Inter¬ 
planetary conquest set in the year 2200, 

76. Star Trooper — Tactical game of ship-to- 
ship combat in outer space. 

17. Legion — Ancients game which sets the 
Roman Legion against a variety of opponents in 
many scenarios. 

18. Fantasia — Do battle with dragons, 
dwarves, wizards and magic swords, 

19. Das Afrika /Corps — The Panzer Leader 
treatment of Panzerhiitz applied to the African 
theatre. 

20. Streets of Moscow — An expansion of 
Panzerblitz\ special rules for street fighting. 

21. Napoleonic Europe — The 1776 style treat¬ 
ment of Napoleon's Campaigns. 


Continued on Page 30 
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The Southern Gambit by Gary Gygax 


AN ANALYSIS OF A RUSSIAN 
DEPLOYMENT IN STALINGRAD 


A gambit is by definition an opening move 
which offers a sacrifice to gain some advantage in 
position* thus inviting discussion. What is not said 
is the correlation to the advantage of position; 
that is, the advantage in position is desirable for 
it should eventually allow the gambit-user to regain 
his loss, with appropriate interest Most gambits 
have an element of risk involved* and thus they 
are always open to argument pro and con, They 
are particularly interesting because the more wild 
among them offer a possibility of gain com¬ 
mensurate with the chance of loss first hazarded* 
The Russian ploy herein called “The Southern 
Gambit” has appeal for several reasons. 

First, it is coupled with a basically sound 
defensive set-up which allows a strong attack in 
Finland and a Firm defense elsewhere. The posi¬ 
tions, reading from north to south, for the 
Russian units are; 

Finland: 

B36(2)4-6-6; D36 (2) 4-6-6; C34 4-6-6, 5-7-6; 
J31 (2) 5-7-4. 

North and Central Frunts: 

R1S 4-6-4, 5-7-4; SIS 7 104; U18 2-3-6; XI5 
2-3-6; Y16 (2) 4-6^4; Z16 (2) 4-6-4; AAI5 
7-104; BBI5 (3) 5-7-4; CC14 (3) 5-7-4; EE12 
6-9-6; AA23 2-3-6 
Southern Front: 

JJ 12 5-7-4; KK14 4-6-4; NN13 4-6-4; NN14 (2) 
5-7-4; NNI5 4-6-4, 5-7-4 

An analysis of the German attack possibilities 
on each hex along the front line will reveal that 
the defense is a reasonably sound one which 
offers but one seeming flaw, the italicized posi¬ 
tion and unit in the south which will be dealt 
with a Tier the other positions have been 
examined. (Units in Finland are disregarded here¬ 
after.) 

There are some attack possibilities, bui they 
are positional, and the cost in soak-off units will 
probably be high* Hex XI5 offers a positional 
advantage if the attack comes from YI5 also* for 
the units which remain at YI5 after combal 
resolution will impinge upon hex YJ6, thus 
negating it for any future defensive role* ex¬ 
cluding the possibility of a counterattack from 
this hex — a highly unlikely probability. How¬ 


ever, the gain is doubtful, for the first turn 
defense often grants this hex anyway* 

A 74 0-4 on AA15 is a must for any initial 
Russian deployment, for a unit of not less than 
nine defense factors is required on this hex, and 
because the 7-10-4 will be necessarily positioned 
at VI9 eventually (Russian second turn usually), 
it is the choice unit to place ai AAI5. A 5-7-4 
(regardless of what else goes on the city) will 
allow' a 3-1 and impingement on Hex BBI5, 

Hex BBI5 is a key position, for if the Germans 
place it in their ZOC the front is effectively cut 
in half, and units being switched from north to 


south and vice versa 
end of the marshes 
eventual necessity. 
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most others) does not contemplate the detour, 
Bui while an attack on AA1 5 or BE 3 5 does not 
leave the Germans much hope of controlling 
BBI 5, and this includes an attack all down the 
line (XI 5 at 7-1 with a soak vs. YI6* a soak vs* 
Z16 and BE15, and two units each from Y15 and 
Bill4 and three units from AAI4 attacking the 
7-104 at 2-1) for there is a good possibility that 
an “A BACK” or "A ELIM” will come up* while 
an exchange leaves the Russians in a fair counter¬ 
attack position* There is though* a slightly 
superior chance with another combination, and it 
is usually less costly in either success or failure. 

Some form of attack is usually staged against 
the units on CC14, and for this reason many 
players opt for a sacrifice on EE 12, but this 
offers the Germans too easy a gain, I believe* The 
standard method of attack against these units is a 
series of three l-Tx versus the 3 5~7-4*s made in 
hopes of an exchange (imagine two!)* The possi¬ 
bilities inherent in throwing one attack with a 
4-4-4 and another with a 44-4 and a 3-34 
against the two remaining 5-7-4's are quite inter¬ 
esting* The real threat* however, is a 4-1 versus 
one 5-74, with two of the attacking units, 
probably two 8-8-6’s being placed on GBi4 
While soaks will have to be made against the 
7-104 in Brest*, the 42 defense factors behind 
the river (BB15), and the two remaining 5-7-4 s s 
on CC14, there is absolutely no possibility that 
the units on BBI4 will be elsewhere after 
combat. The front will be cut and a counter¬ 
attack required. No matter; there is usually no 
difficulty in using the 7-104. three 5-7-4’s* and 
two 4-T>4’s to counter with a 3-1 against one of 
the 8-ST>*3 and throw a good old 1-2 versus the 
other. If the Russians get lucky there, it is about 
time for Jerry to toss in the sponge* In any event 
this series is a threat to the Soviets even if it is 
hazardous to the Nazis. Most German players are 
hesitant to throw away the necessary units (like 
the 7-7-6 Panzer Corps which must soak against 
the three 5-7-4's at BBI5) so ii won't arise to 
worry the Russian defense often* This brings us 
to the gambit* 

Other than the obvious throw-aways (UIS, 
X15 and NN13, and there is a word or two to 
add about the latter momentarily), the unit 
defending on KK14 seems to be the only other 
“safe” one to attack, it is a garnbited unit, and it 
Is not safe to attack. An astute opponent will 
quickly recognize this and decline the offer, but 
most assuredly there will be those w'ho will 
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accept the gambit, and here is where the Russians 
can have a bit of fun early in the game. (What 
Soviet player doesn't grow a little weary of 
endlessly retreating and sacrificing while enough 
replacements are hoarded for the staging of a 
counterattack late in the game?) The gambit is a 
two-part one, and the second part is the hoped 
for. 


Should the German decline to advance after 
accepting the first part of the gambit, you have 
at least attained the goal of having him deploy 
too much of his strength in the south* If he 
advances with infantry units, the counterattack 
can be made from behind the river at good odds 
with nothing lost anyway as far a$ positions on 
the first Russian move are concerned, and there is 
no necessity for a costly soak"against 24 defense 
factors of armor doubled because of rivers! Any 
counterattack will require slightly greater com¬ 
mitment to the southern front than usual* but 
there is never a need for so many units as to 
jeopardize the defense in the north or center. The 
heavy concentration of Panzers in the south 
reduces German attack potential sharply* and the 
entire affair is over quickly if a counterattack is 
made* If none is staged, then there is no 
requirement for more than the usual number of 
units to the south, for three 8-8-6's are still not 
sufficient to get 3-1 against a doubled 5-7-4 from 
but two hexes* 

The deployment of three eight factor units in 
the south decreases German attack potential else¬ 
where, while even assuming the aid of three 
$-5-4% the attack potential of these units* given 
two hexes to attack from is either 39 (six units 
attacking) or 34 (five attacking, one soaking')* 
Note that a 5-7-4 doubled or two little 4-6-4’s 
doubled become 3-1 proof in the south* because 
three 8-8-4's are too much and too little all at 
the same time. 

As a final note there is a way for the Germans 
to accept the “Southern Gambit" and perhaps 
make some gains. The German sets up on NNI l 
in order to reinforce the KK14 area on the July 
move, or better still (for him) attacks the unit at 
NNI3 despite the necessity of a rather costly 
soak. Coupled with strong committments along 
the northern Hungarian border (MM) and the 
inclusion of yet another 8-8-6 in the southern 



DIAGRAM 3: Russian couru&rai mcH 00 KK14. Ono 8-8-4 is 
attacked al 31 to 8 (3-1) Surrounded, a 4-8-4 (JJ14) tanks at T 4, 
and the at MMT3 leaks at 1-3. Onus not indicated ftv arrow 
arrive from the central front Ibexes Y16, AA15, EBlSor CC14), 


DIAGRAM 2: Typical attack on hex 8015. with two E^S^'s 
remaining after combat resolution, A strong counterattack can be 

Panzer force* it seemingly gives the Russians 
serious problems* That, however is a topic better 
discussed in another article. As a final word of 
advice, don't try the gambit on your toughest 
opponent, for he'll spot ii in a minute (unless 
he’s used to you blundering and will think it 
nothing more than yet another mistake). Hook 
the unsuspecting, and have some fun. 

First* in order to attack KKI4 the German has 
to move from hexes LL and MM 12, Of course, in 
order to get thal 3-1 he will have to commit a 
good portion of his armor to the South (generally 
a mistake in any event, and that also will be 
covered a bit later)* The most “economical 1 ' force 
for such an attack is three 8-8-6’$ and three 
44-4’s (two of the latter to give if an exchange is 
rolled)* So at least the nasty stack totalling 24 
combat factors will be confined to the southern 
front for quite a number of turns where it will be 
relatively harmless. In addition, the attack on 
KKM from MM I 2 will preclude the possibility of 
any units attacking NNI 3 from LLI3* thus 
undoubling that position (unless the German 
commits still more armor to the south!); so any 
attack on NNI3 would have to come from river 
hexes, with a 3-1 requiring an extensive soak-off 
cost. With the seeming gift of the unit on KK14, 
there is a good possibility thal any attack oti 
NNI3 will be shelved* figuring that the result of 
the KK14 attack will negate the use full ness of 
that hex anyway, and the position will be gained 
without loss to the Germans* 

The second part of the gambit is the invitation 
inherent in a 3-1 attack on a doubled position; 
advance after combat. If the unwary German 
advances his powerful stack of 8-8-6% he will 
have neatly thrust his proverbial neck into your 
noose. The unit at NN!3 wilt preclude any likely 
aid reaching the units which attacked KKI4, 
Note the diagram which illustrates the positions 
typically held in such a ease: 

The Russian counterattack against the Panzers 
is a 3-1 surrounded versus one of the 8-8-6% 
while a 1-4 soak" takes care of the other two. 
Some soak-off is also necessary against the other 
units involved in the original battle, and the 
result of the original attack (whether or not an 
Exchange resulted) will modify the resulting 

Should the German decline to advance after 
accepting the first part of the gambit, you have 
at least attained the goat of having him deploy 
too much of his strength in the south. If he 
advances with infantry units, the counterattack 


mounted from AA1& and BfilS negating iho threat. 

soak-off* The surviving armor will have to attack 
at unfavorable odds, probably from a surrounded 
position* and in all likelihood all three of the 
8-8-6's will wind up in the eliminated pile! That 
is a neat trick for August, 1941, and it will have 
cost the Russians but little in comparison, 
can be made from behind the river at good odds 
with nothing lost anyway as far as positions on 
the first Russian move are concerned, and there is 
no necessity for a costly soak' against 24 defense 
factors of armor doubled because of rivers! Any 
counterattack will require slightly greater com¬ 
mitment to the southern from than usual, but 
there is never a need for so many units as to 
jeopardize the defense in the north or center. The 
heavy concentration of Panzers in the south 
reduces German attack potential sharply, and the 
entire affair is over quickly if a counterattack is 
made. If none is staged, then there is no 
requirement for more than the usual number of 
units to the south* for three 8-8-6's are still not 
sufficient to get 3-1 against a doubled 5-7-4 from 
but two hexes. 

The deployment of three eight factor units in 
the south decrease German attack potential else¬ 
where, while even assuming the aid of three 
5-5-4% the attack potential of these units, given 
two hexes to attack from is either 39 (six units 
attacking) or 34 (five attacking, one soaking"). 
Note that a 5-7-4 doubled or two little 4-6^4's 
doubled become 3-1 proof in the south, because 
three 8-8-4's are too much and too little all at 
the same time* 

As a final note There is a way for the Germans 
to accept the “Southern Gambit” and perhaps 
make some gains. The German sets up on NNI l 
in order to reinforce the KKI4 area on the July 
move, or better still (for him) attacks the unit at 
NNI 3 despite the necessity of a rather costly 
soak. Coupled with strong committments along 
the northern Hungarian border (MM) and the 
inclusion of yet another 8-8-6 in the southern 
Panzer force, it seemingly gives the Russians 
serious problems. That, however is a topic better 
discussed In another article* As a final word of 
advice, don't try the gambit on your toughest 
opponent, for he’ll spot it in a minute (unless 
he's used to you blundering and will think it 
nothing more than yet another mistake). Hook 
the unsuspecting, and have some fun* 
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Sophisticated Jutland 

by Kurt Nordquest 

NORTH SEA VIGIL 



I have been playing Jutland for more than five 
years now and I have developed a series of 
changes which are designed to make the game 
more historically accurate, I can hear the cries of 
the playability people ringing in my ears but 
please read on. The changes 1 propose add to the 
accuracy of I he game without decreasing play¬ 
ability, In fact, I believe the game is just as 
playable as ever* just more interesting and chal¬ 
lenging. 

It seems to me that the most glaring fault in 
the standard Jutland game is the fact that the 
fleets hundreds of miles apart know the general 
locations of each other. Even regardless of the 
weather conditions! If Jellieoe could have per¬ 
formed such a remarkable job of spotting, the 
war at sea would have come to a rapid con¬ 
clusion. Since this is the major fault of the 
Jutland game it is also my most important area 
of change. 

One of the ways to circumvent this problem, 
also the cheapest way, is to use a third person 
when you play the game. This third person would 
record both players 1 moves and let them know 
when and where they had contact. If any of you 
have tried this method you know that it is 
difficult to find a third person that is willing to 
help you out and once he is found the method 
itself is cumbersome and slow. 

My solution to the problem involves no third 
party and it is faster than the standard Jutland. It 
does involve, however, a certain expense which 
places the game beyond the scope of a low cost 
war game such as those released by Avalon Hill. 
For those accuracy buffs among the readership, 
please read on as I describe my solution. 

To solve the problem 1 have constructed an 
electronic mapboard which duplicates the map of 
the North Sea that is given in the standard 
Jutland game, (See Photos) It consists of a simple 
wooden box with an electronic mapboard on 
opposing sides of the box. In the center of each 
sea square is a metal rod which is connected, by 
wire, to another rod in the same sea square on 
the other side ot the board. So what we have is 
an electric map grid which takes the place of the 
map given in the standard game. All searching is 
done on the electronic board or ‘"Jutland Box 11 , 
The positions of ships are marked by alligator 
clips which are placed on the rod of the sea 
square in which that ship or group of ships are 
supposed to be in. Movement takes place just as 
it does in the standard Jutland game. The players 
move their clips from sea square to sea square 
and when both players have ships in the same sea 
square a light flashes which signifies contact. 
Through the process of elimination the players 
determine which square has the contact and then 
they proceed with bar tie as in the standard 
Jut land. 

Building the Jutland Box 

The first step is to copy the North Sea map, 
complete with hexagons, on a Vi" piece of 
plywood or masonite. Next, pound small nails or 
brads into the center of each sea square that will 
be used by ships. You don’t have to do the 
partial sea squares. Repeat this procedure with 
the board that will be the other side of the 
Jutland Box. (See diagram A. for general box 
layout.) 


Now for the time consuming part. You must 
connect each of the rods to its corresponding rod 
on the other board. For example, the rod that 
signifies sea square K-18 on the German board 
must be connected, by wire, with the rod that 
signifies sea square K-18 on the British board. Be 
careful and do an accurate job. It is a lot of 
soldering I’ll admit but it holds up well if you do 
a good job. 

The best procedure is to Jay the two boards 
side by side while soldering and then attach them 
to the interior box. If need be, the interior box 
can even be built around the connected wires. 
The interior box must be hinged so that you can 
make repairs if needed and install the rest of the 
circuit and its components, A similar effect can 
be achieved by building a simplified version of 
the Jutland Box, Rather than trying to preserve 
the shape of the map, just install rods all the way 
through to the opponent’s side of the board. 
You'll save yourself a lot of soldering. 

After you have completed the sea square grid 
and the interior box you have to install the basic 
circuit (See Diagram B, I The diagram includes 
equipment for mine warfare which you may or 
may not wish to include in your own Jutland 
Box, The exact positioning of lights, batteries, 
switches, etc., is left up to your own desires but 1 
suggest that the main contact light be located at 
the top of the box so that both players may- 
quick ly see when they have contact. Make sure 
that you provide each player with enough alli¬ 
gator clips so that his strategy or deployment is 
not limited beyond reason. 

In the case of mine lights, if you choose this 
option, make sure that your opponent cannot see 
when your mine light is on because it will help to 
give away your position. The sides of the box can 
be made out of whatever wood you choose and 
the dimensions of the box will depend on the 
size of the map grid and amount of wire you use. 
The dimensions of my Jutland Box are 12" x 
10" x 5”, but I think that is about as small as 
you can get it. 


The rest of this article is devoted to optional 
rules that l have added to incorporate factors not 
included in the standard Jutland game but which 
were, in my opinion, important enough histori¬ 
cally to be included in the advance version of 
Jutland that 1 present here. With the inclusion of 
these rules the game begins to take on some of 
the aspects of WWJ naval combat and leaves the 
scope of a single battle such as Jutland behind. 
As such, a complete game usually takes longer to 
play but the game can be left and come back to 
again and again if needed, The game becomes 
more of a challenge for both players as they 
struggle to achieve decisive results. 

Optional Rules 

As mentioned earlier, and as provided for in 
the schematic, I have made provisions for mine 
warfare. During the first World War the Germans 
laid some 43,000 mines which accounted for 46 
British warships (including 5 battleships and 3 
cruisers), 214 minesweepers, 225 auxiliaries, 259 
merchant ships, and several ships of other types. 
Surely a weapon of such Importance as this 
cannot be ignored. 







PAGE 27 


THE GENERAL 


Jn the years just prior to the war the British 
Admiralty felt mines to be unimportant and 
somewhat "underhanded.” They considered mines 
to be against the traditions of naval warfare and 
therefore their use illegal. Due to this backward 
altitude they failed to maintain a suitable mine 
development program and they suffered at> 
cordingly. The British mines which were laid in 
response to German mine warfare were notori¬ 
ously ineffective. In fact, many German warships 
carried a British mine on a stand as a souvenir! 
The British were unable to produce a reliable 
mine until they copied a captured German mine 
piece by piece. 

The threat of mines had a profound effect on 
Admiralty thinking and accordingly, had an effect 
on strategy and tactics. "When engaging the 
enemy's battlefieet it must be borne in mind that 
all German destroyers carry mines, and it is 
therefore dangerous to cross a locality that has 
been occupied by those vessels." Such orders as 
these held an important place in the minds of 
British commanders and in many cases, including 
the Battle of Jutland, they failed to pursue a 
retreating German fleet for fear of hitting mines. 

Rule: Any grouping of 5 ships may lay mines 
in two sea squares. They must travel through 
both squares in which the mines are laid. Once 
placed the mines may not move and they effect 
both sides equally. There are no safe paths 
through mined areas. As ships move through a 
mined area thev are hit as follows fSee Diagram 
C) 

If the counter is a capital ship it is sunk, if a 
flotilla or squadron, I/3rd of it sinks. Make note 
of your losses but you need not tell your 
opponent about them as it may reveal your 
position, tf the German player is searching with 
Zeppelins he must turn off his mine light as it 
would spot the mines. 


To remove mines, minesweepers must be used. 
You will have to make your own counters to 
represent these. They have a movement factor of 
8 and a defense factor of I, Give both sides 
about twenty or so. To sweep mines the mine¬ 
sweepers must be traveling at Vi speed to pass 
safely through a mined area. If other ships are 
with the minesweepers they must be behind the 
minesweepers and in a line ahead formation. 
They too must be traveling at the same speed as 
the minesweepers. If a fleet with minesweepers 
travels through a mined square while traveling at 
noma] speed the minesweepers will not protect 
the fleet nor will they remove the mines. The 
mines in squares AA-16, AAI7, BB15, BB~16, 
and BBT 7 may not be removed as in standard 
Jutland, 

Due to the electronic board, searching becomes 
a realistic and important process. More time is 
spent in strategic maneuver without losing any of 
the importance of tactical abilities. All these 
factors help to recreate the atmosphere of World 
War I naval warfare on the North Sea. Many of 
the same problems and fears challenge the players 
as they command these two fleets from the past 
in hopes of controlling the North Sea and the 
key to victory. 

Sources: 

Battleships and Battlecruisers 1905-1970 
Siegfried Braver 
British Bsttieships 1892-1957 
Randolph Fean 

Ok r OcutsetMW Kriegsschiffv l fat, t r ft. 

Btic Grower 

From Dreadnought to Scop* Ftow 
Arthur J, Hfgrdei 




diagram a. 


British 


German 


Interior Box 
t Hinged! 


Main Contact Light 


Sea Square B 19 


Sea Square B -19 


Mine Switch 


Mine Switch 


Batteries 


Main Switch 

NOTE: This diagram no* show ific actual positioning of 

components. 

The nuiflbw of clips you us* is up to your own discretion . 

Make iure that all dipt can reach all areas of lbs North Sea, 


Diagram 0, 


2nd Column 

t X 


Two Column Fleet 
Die Rolls 4,3 

die Rolls 4,6 


Four Column Fleer 
Die Bolts 6,2 


Example: 

A British fleet at eight ships in two column e of four ships each 
travels Through n mined sea square without humg engaged in 
sweeping procedure. The Briliah player rolls the die twice, once to 
do cornu ne which column Is hit, and once again to determine whkh 
Ship in that column is hij, On a roil of 2. 4, or !3 the right hand 
column would ba hit while on a roll of 1, 3, or S the loir hand 
column would be hit. [You count the columns left <o right until von 
reach the number rolled. Since thsre are only two columns you 
repeat the columns unirl the number rolled is reached.) 
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A NEW PLAY-BY-MAIL SYSTEM i 

l>y Torrl Olesun 

Eventually most serious war-gamers get around 
to playing by mail (PBM), either because they 
have distant opponents, or they prefer to study 
each move at leisure. PBM can be done on the 
honor system, but even if you trust your op¬ 
ponent, you wonder how he can keep trusting 
you when you get a run of luck. You can also 
use a monitor, or a die-roll sheet such as that 
pioneered by one of the oldest wargaming clubs, 
AH IKS ( whose president is Omar DeWitt, 78 
Wickham Drive, WiUiamsville, NY 14221), 

Probably the most common PBM method is 
referring to the sales-in-hundreds column of the 
daily New York Stock Exchange transactions list. 
This has one big disadvantage: the 6 -digit die-roll 
results must be changed to a 10 -digit basis to 
conform to lhe stock numbers. Not only can this 
alter the odds in the game, but some games, such 
as Anzio, do not have I Q-digit chance tables. 

To overcome this problem, there is a simple 
way to use the daily stock tables to generate 
&~digit results. Virtually all sizable daily papers 
list N.Y.S.E. transactions. Some do not list them 
alt, but that doesn't matter if you can send your 
opponent a photostat or the original copy. It is 
also usual to list the 10 or 15 most-active stocks. 

In order to PBM using stock results on a 
6 -digit basis, follow this procedure: 

L Do your move, and list your attacks in the 
order desired, together with anything else needing 
a die roll, such as a weather table. 

2* A day or two in advance, select a date for 
which you will use the stock results, 

3, In order to generate the die rolls, you must 
pick a key stock on the "mast active'*'' list. Any 
one will do, but to remove any chance that you 
could predict which one it would be, don't pick 
above the 4th most active, say. Some news 
development might make the top stock somewhat 
predictable for a few days, but surely no one can 
precict the 5th most-active, or the 7th. 

4, Mail your PBM turn, 

5, On the day you have chosen, take the news¬ 
paper (as an illustration, 1 am using the Baltimore 
Sun), and check which stock fell in the “key- 
slot”. In this case, I picked 9th most-active, 
which was Grand Union, Now find Grand Union 
in the overall stock listings. Draw a line below 
that stock on the list, and after each sixth stock 
thereafter ( 6 th, 12 th, 18th, 24th, etc.). 


6 . This gives you a random series of six stocks 
sufficient for the die-rolls needed for virtually 
any game. Each group of six represents a single 
die-roll. The stock with the highest closing price 
determines the result. For example, in the first 


Dow Jones Averages 

Open High Low Clou 

30 tnefust. 651,36 660,51 636,97 642.29 — 

20 Transp. 146,90 148.25 144,00 145.00 — 

15 Utilities 69.47 70,10 68,35 69.08 — 

65 Stocks 207.87 210.37 203.59 205,29 — 

h£. 


Net 

16.11 

2,40 

0.67 

4.21 
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What N,Y* Stocks did 
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group of six, the last stock (GtNNek) has the 
highest prices so the roll generated is a 6. In the 
second group* the high stock is Gt Wn Unit, No. 
2, hence die roll 2, and so forth. 

7. Note that this is a completely random digit 
generator. If a group of six stocks has more than 
one stock tied for highest closing price, you can 
either discard that group, or agree on tie-breakers, 
such as the stock with most volume. 

8. In the event that both players do not have 
access to the same paper, which is probable, then 
they must either determine that both papers list 
all stocks, or they must exchange a verifying 
copy, 

9. Usually t but not always, stock data is accu¬ 
rately reported, but in the case of a discrepancy, 
a good solution is to agree that the Walt Si, 
Journal will rule, as it is available in libraries and 
brokerage houses all over the country. Of course, 
the problem of discrepancies is not any different 
when using the 10-digit system. 

Personally, ! think it’s a bit of a nuisance to 
shift to a 10-digit system. If you agree* here's 
your answer* 


GAME DESIGN 

EQUIPMENT 

Like to make your own variants for Avalon 
Hill games? Or perhaps you'd just like to try 
your hand at designing a game on your favorite 
period? We have all the materials you'll need to 
turn that budding idea into a workable proto¬ 
type, All orders should be addressed to the Parts 
Department and include $1.00 extra for postage 
and handling charges. 

22" x 23" Plain White Hex Sheet.$1.00 

Unmounted; specify size: 

5/8" hex or 13/18" hex 

Stank Mapboards . . ....$1.50 

Specify size: 8" x 16 r \ 

8" x 22", or 14" x 22" 

Blank Troop Counter Sheets .$1.00 

Die-cut white only. Specify size: 

Vi" units or 5/3" units 

Dice...ea. $ ,25 
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Dear Sir; 

I really enjoyed the Luftwaffe article by Tom 
Hailett iri the July-August '74 volume of the 
GENERAL. 1 thought the plan that he submitted 
was very good too, 1 play tested the plan in two 
ways with exeel Lent results; first in a solo game - 
the American bombers destroyed 14 aircraft 
factories, and second in a face-to-face game with 
a neighbor friend in which the American bombers 
destroyed 15 aircraft factories, 

I was realty surprised and pleased with these 
results, because the plan Looked too simple to be 
go effective., I thought that the Luftwaffe would 
have a field day on that mapboard. 

All I can say now is that I Ihink Luftwaffe is a 
bang-up good game and I am very happy that 1 
purchased it, 

Robert M. Duncan 
Chicago, Illinois 


★★★★★ 


Dear Sir: 

I have been an avid wargamer since I was eight 
years old, and have bought almost every one of 
yonr games (save for Tactics 11, U-Boat, and 
Guadalcanal), Every time a new game comes out, [ 
feel that IT is the BEST game you ever produced. 
Then, in the next release, you shock me by 
bringing out a better game than the one before. 
Ironically, I recently purchased 1776, and I think 
that is the BEST game that you ever produced. (I 
can't wait for THIRD REICH,} 

1776 has a combat system which is ideal for 
both the game and the players. The matrix 
system of pre-combat attack or defense plans 
jives one the “You-arc-there" feeling, and the 
ability for a player to out-guess the other gives 
him a rare satisfaction no l gained by rolling a die. 
] am tempted to call il unique (the combat 
system), but Other games Irave a matrix CRT. 
However, those games often go overboard in 
trying to present the players with the guessing 
game technique of pre-battle maneuvers. One of 
Avalon Bill's earlier releases, KRIEGSPIEL, had a 
matrix-CRT, but that game suffered not only 
from the super-simple and illogical CRT, but also 
from various other factors. I dislike games that 
have oOmbat depend TOTALLY on the matrix 
form of combat, for no matter how brilliant a 
maneuver this General or that Field-Marshal 
pulled off, the luck factor still weighs heavily 
upon the outcome of the battle. This, I feel, is 
the main reason why !776\ CRT is successful. 

Now for the main point of tills Id ter. Why not 
have a matrix-CRT for ALL AH games? (That is 
to say, ail games which can use it: games like 
LUFTWAFFE and BULGE can’t.) D-D A Y and 
STALINGRAD couEd use the same tables, just as 
WATERLOO would need one all its own. I know 
that AFRIKA KORPS would he enhanced by 
one, and ANZIO could likewise be helped. In 
fact, most division-and-up level games could use a 
matrix-CRT. Unlike KRJEGEPIEL , or similar to 
1 776, a revised die-rolling CRT could be used in 
addition to a matrix-CRT. 

For example: 


THE OLD SYSTEM: 

THE NEW SYSTEM 

1 

i-i 

De 

-1 

i i 

De 

2 

EX 

a 

DE 

3 

Db2 

t 

Db2 

4 

Ab2 

2 

r>b2 

5 

Ae 

3 

EX 

6 

Ac 

4 

Ab2 



5 

Ab2 



6 

AE 



7 

Ae 



8 

Ae 


For those of you who flunked Math, the odds do 
not vary much between the Old CRT outcomes 
and the New CRT outcomes: 

IN THE OLD SYSTEM AT 1-1: 

D Elim - 16,66% probability 
D Back 2 = 16.66% 

EX = 16.66% 

A Back 2 - 16.66% 

A Elim = 33.34% 

Total Probability - 99,98% (No one’s perfect!) 

IN THE NEW SYSTEM AT 1-1; 

D Elim ■ 20% probability 
D Back = 20% 

EX = 10% 

A Back 2 = 20% 

A Elim m 30% 

Total Probability = 100% 

All this means is that there is roughly 3% 
higher chance of getting DE, DB2 and AB2 in the 
New system than in the old one, and a 3% lower 
chance of getting AE, and 1% less chance of 
getting an exchange. These percentages, are mean¬ 
ingful, but in the long run they are negligible. I 
ready would not want to change (he play of the 
game, as play-balance in the classics often treads 
a thin line. 


1 have already made up new CRTs as well as 
matrix-CRTs for many of my games. For most 
WWri games I use the “Standard-four” defenses, 
that is, Hold-at-all-costs, Standfast, Fighting 
Retreat, and Abandon Position. I often use my 
own “Standard-four*' attacks, which are Engage, 
Assault, Escalating Assault, and Blitzkrieg. These 
choices I then abbreviate on counters instead of 
cards. 1 find them easier and quicker to piay 
with, and make a defense and offense set. I was 
surprised how much my small revision did for my 
games, I thought that the offense would get the 
edge in my new system, but strangely it did not. 
So much the better! 

I would like to say 3 million more things 
about this just-awakening form of combat, but 
lucidly for you I won't. If you would like to 
have my revised CRT for D-D A Y. STALIN¬ 
GRAD, A ERIKA KORPS , WATERLOO, BLITZ¬ 
KRIEG, FRANCE '40, 1914 or ANZIO just send 
a stamped, self-addressed envelope requesting the 
CRT(s) you want on a plain sheet of paper 
enclosed to the address below. If you request 
more than 3 CRTs, please send on your stamped 
envelope an additional 10c postage, for the 
weight. 

Adam Gruen 
470 North Sfr. 

Harrison, NY 10528 

Gentlemen; 

This note is to congratulate you on the 
continuing excellence and improvements in the 
GENERAL. Altho my latest issue was a few 
weeks late, it was worth the wait. D-Day was the 
game I teethed on 10 years ago, and is still one 
of my favorites. Your games to be re-done and 
your new releases all sound very enticing; I might 
even buy one? That's not cynical, but rather, 
from me it's a great compliment. I've gotten 
quite a few game-in-every-issue games, but except 
for "CA,” Eve thrown them ail out after one 
glance. The only games I keep and use are the 
same stalwart AH classics that are known to all, 
always available, and — wonder of wonders — 
playable. Primarily I play an East front variant 
now, but the classics are the best for general- 
public play, l r m Looking forward to Third Reich 
especially. I think AH is doing a great service to 
all wargaming in the way in which It is now 
providing sound leadership in the field, 

John Michalski 
Moore, Oklahoma 

Dear Sim: 

First off, congratulations on your new 
expanded issue. It Is much better than the last 
issue of The General. Also your article about 
playing aids is marvelous. I would like to see 
more of these in the future. 

Now, down to what I really would like to say. 
On the topic of Kriegspiel (my iastest acquisition) 
I tend to agree with Craig Ashby's point of view 
(Vol. 7, No. 3). I also think that Kriegspiei is too 
easy for the hardcore but the Matrix system is 
fantastic. Also the air-power rule is Idiotic. I 
think if you want to include air-power you 
should add fighter and bomber units as in 
Blitzkrieg. 

Even with Game II rules it is stUI too simple. 
If you could come out with an add-on kit with 
new rules (possibly), and new pieces as you had 
wanted to do with ffcwzeiMfz, I think Krtegsptel 
would appeal to more hard-core wargamers. 

Dana Brussel 
Plainview, New York 

Ed. Note: If you liked the matrix system in Krieg¬ 
spiei you 'fl simply love 1776‘8 combat system, 

★ ★★★★ 

Dear Sir; 

The following errors occurred in the prepara¬ 
tion of the article on random number generators 
in Vol, 11, No, 1. First, in Tables No, 2 and No. 
3, the capacitors should be 0,01 u F (microfarad) 
instead of 0,01 F. Second, in Figure No, 8 
(Wiring diagram for digital randomizer) one con¬ 
nection was omitted* Pin No* 4 of the MAN-4 
display should have a connection, to B (negative 
battery terminal), I wish to apologize for the 
errors and any difficulty they may have caused. 
R, J, Flock 
Redlands, CA 


Editor; 

The "Compendium of Playing Aids' 1 contained 
some helpful information, However, I must take 
exception to the electronic "information" that is 
no more than cryptic gobbledygook to the great 
majority of wargamers. We are neither electricians 
nor carpenters. And if the staff had done a 
modicum of reaeaich they would have known 
that Radio Shack's Comput-a-Dice is available 
only at Christmas time. 

The article, mostly useless as it Is, was 
interesting and even frustrating. It is disconcert¬ 
ing to read, however, about th# fascinating 
playing aids most of us wilt never have. 

Thomas Hilton 
Brooklyn, New York 

★★★★★ 

Gentlemen: 

I’m neither an expert nor a veteran wargamer, 
just a run of the mill hack. I have eight of your 
games but have played only solitaire plus a few 
times against my 13 year old son, but I thought 
I’d write to give you some feedback on my 
recently purchased 1776. 

— The map: good and bad. I know that Anzio 
(my favorite) had horrendous terrain problems, 
1776 eliminates these, but the mountains look 
like waffles. Given the choice between a totally 
realistic mapboard on one hand and one with no 
terrain ambiguities on the other, I reluctantly 
concede that the latter is preferable. But l stilt 
think that Anzio map is beautiful, 1776 could 
have been better in this respect, 

— I don't own France 1940, but from reading 
about it in the GENERA L I was certain that its 
new idea of numbering each hex wa3 great. It has 
to be so much more convenient when storing an 
uncompleted game to be resumed later, or when 
playing by mail (which I’ve never fried yet), 1 
was disappointed that you reverted to the 
clumsier grid identification system for 1176, 

- The Tactical cards - obviously I didn’t try 
them against a live opponent, but f would think 
that at best they resemble a guessing game more 
than a wargame. Still the game is incomplete 
without them, it’s near-impossible to get a die 
roll at the -3 or 10 extremes without them. And 
in solitaire gaming It's totally impractical to wear 
first one “hat” and then the other in selecting a 
card* The unsatisfactory compromise 1 arrived at 
wa& to choose a random card for each side - 
which resulted in some pretty unrealistic 
■“choices”. 

I don't have a solution to offer for this, hut it 
leads me to some further comment on your 
games in general, rather than 1776 in particular. I 
think you should pay more attention to gainers 
who play, by choice or coincidence, mainly 
solitaire. Jutland is the only game I own that 
even mentions solitaire play - and the guidance 
there is mostly so obvious that anyone could 
figure it out for himself. 

Blitzkrieg is great solitaire* So js Anzio except 
for the second and later invasion card draws. Any 
time you introduce inverted counters and/or 
decoy counters into a game, solitaire play suffers* 
Solitaire players (well,, me, at least) like to play 
the “fuU tournament version with all optionals”, 
1914 and 1 776, at least, suffer in this respect. 

Maybe I exaggerate the problem. But I think it 
would be instructive if you surveyed the extent 
of solitaire play in a future “Reader’s Response”. 
Larry Bucher 
Charleston, SC 

★ ★★★★ 

Dear Editor; 

i have been playing and analyzing D-Day since 
1961. I fed qualified to offer some critical 
commentary on the recent "Beach by Beach” 
article. Both Mr. Roberts and Mr, SinigagJio have 
very fine German defenses. Undoubtedly, both of 
them will win over half .of their games against a 
cross section of Allied opponents. 

There are two points that I would like to take 
exception to. First, the Roberts defense allows a 
virtually uncontested landing in Brittany. Against 
3 1st rate Allied player this means that he will 
probably lose the game. The Allies usually will 
come out on top in a war of attrition in Brittany. 
A premature withdrawal to the Seine also leaves 
the Allies in good strategic position. .J would 
make the following opening move against this 
defense. Land (2) 4-4-4 on V-40, (1 j 4-4-4 on 
□ 40, (13 4-4-4 on U-42, (1) 3-3-3 On U-41, and 
Airdrop Uj 3-3-3 onto Y-41. SAC hexes V-33 
and X-42. 
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The second point that I would like to contest 
is that the Roberts defense is better than the 
Slnigaglio defense, f disagree. The Sinlgaglio 
defense gives the Germans a 50% or better chance 
of repulsing the invasion end in all probability 
winning the game. The Roberts defense has the 
aforementioned weakness. Although the Sinigagbo 
defense is an imposing one, I think the best 
Allied chances are not at Pas de Calais but at 
Normandy or Bay of Biscay. I would invade 
Normandy with 1-1 's against Bayeux and Caen 
and landings at Q-33 and Q-34. I would invade 
Bay of Biscay with a 11 against La Rochelle using 
(2) 4-4-4 and (1) 3-3-3 to take the city In case of 
an exchange, SAC hexes EE-42 and 11-42. 

As a final word, i would add that the Roberts 
defense is a more conservative one and should be 
used against all but the best players. The 
Sinigaglio defense should be used against 1st rate 
players because a more conservative defense will 
probably lose anyway. 

Robert Beyma 
Alexandria, Virginia 

★ ★★★★ 

Sir: 

Re; Dean Miller’s otherwise competent article 
on the Battle of Prochorouka scenario in Panzer-, 
biitz : there is no such tiling as a “professional 
German” as he defines the term. To label those 
who consistently take the Nazi side in Panzer blitz 
(or Stalingrad. Afrika Karps or any of a cloud of 
other European/North African Theatre World War 
II games) as “attackers most in their element 
moving against their opponent at poor odds” is 
to make a gross and undeserved exaggeration. The 
best players I know take the two sides inter¬ 
changeably, reveling by turns in the technical 
superiority of the Germans and tire numerical 
superiority of the Russians, and those who take 
the Germans most or all of the time do so not 
from some obscure sense of exhilaration in 
fighting impossible odds, but because of an 
apparent love, fascination, admiration, something 
for the Third Reich.. This overblown affection for 
Naziism is fairly widespread throughout war- 
gaming and is probably the most distressing 
aspect of the hobby. For all the romance associ¬ 
ated with Rommel the Desert Fox or Hitler’s 
‘"Lost Cause” invasion of the U.S.S.R. (though 
personally I find very little that k romantic in 
the slaughter of upwards of 25 million people, 
most of whom were Russian civilians) National 
Socialism as practiced by Adolf and associates is 
rivalled only by Soviet and Chinese communism 
as the most monstrous and murderous political 
cause in human history. It seems to me that any 
glorification of it denies not only the basic 
principles of the United States but also whatever 
lessons the human race has learned through 
bloodshed and suffering over the last three or 
four thousand years, Mr, Miller's guidelines on 
how to play situation 10 against the standard 
Russian defense arc probdbly the best available, 
but it seems to me his blanket categorization of 
“professional Germans” as 'game-fighters-battlLng- 
tough-odds provides one more rationalization for 
perpetuating a myth better laid to rest, 

Carl Hoffman 
Tuscaloosa, Alabama 


Dear Sir: 

This letter is to explain about another college 
war game club. Our club was started in 
February. Our activities include lectures from 
RQTC officers and history professors, films— 
World At War (taped), inlra-and inter-club 
tournaments (Air Force Academy), and just 
plain old talk, about military history. 

In April we had the undaunted Joel Davis, 
infamous editor (assistant) of the General 
present his slides on the Pad fie islands complete 
with a description of the bailies. His words 
included such infamous sayings as: “the boot,” 
they were "ceased” and so on. We also gained a 
sneak preview of Spirit of 76. and played the 
basic game; most interesting. 

We are officially recognized by the university 
and student body government. 

If you could mention us in a few words 
somewhere in Infiltrators Report , it would be 
greatly appreciated. Wargaming on college 
campuses, should and must expand. There is no 
reason now why it should not, especially with 
the Vietnam war over. 

Our mailing address is; 

Colorado State University 
c/o Military Historians 
Student Center No, 514 
Fort Collins* Colorado 80521 
We will accept a pbin tournament with some 
other college dub that is fully recognized. 
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Avalon II ill Philosophy Continued from Page 23 


1776: 

Q. If the French must withdraw their land forces 
clue to French fleets being sunk, what happens to 
supply units and artillery units used to build forts 
and magazines? 

A. Forts, supply units, and magazines remain, but 
all French strength points end artillery units must 
be withdrawn, 

Q. The Ur/MVC state that in ] 777 control of a El 
Strategic Towns in iin Area is a possible MVC 
and. in 1779, n neegnaxy one. In New England 
and the Middle States, control of ail Strategic 
Towns in the area doesn't necessarily imply 
control of the area (because of Montreal and 
Quebec!. Question: is control of these two 
Canadian towns a necessary condition for the 
MVC? Also, by the same token, is control of 
these two towns considered for CA Winter Re¬ 
duction purposes? 

A, In regards to Minimum Victory Conditions, 
the British player still controls Strategic Towns, 
but could NOT claim credit for control of un 
urea. For example, in 1777 New England and 
Middle States; Strategic Towns could be used to 
fulfill the ten Strategic Town requirement even if 
Montreal was un-controlled, but the Middle States 
Area could not he used to fulfill the requirement. 
In regards to Winter Reduction. Continental 
Army strength points would only be reduced by 
50'v {instead of 75If all Strategic Towns were 
controlled, but Montreal or Quebec was not (as 
in case *C y or ‘E‘ on the Area Status Chart. 


Q, Can TR units serve as ferries, as hinted in the 
Winter Restriction Rules (p. 17)? 

A- Yes, as under the Bateau rules for ferrying. 

Q, Boston and Montreal are entrenched at the 
start of the CSC* Assuming that the converse of 
the Entrenchment rules are true and no Fort can 
be built on top of Entrenchments (Yes), how do 
[ construct the fort, as long as I have (he 
necessary units? 

A. Build the Fort, removing I CA/BR, I/A* 1/5, 
and the entrenchment counter, 

Q. If "change' 1 cannot be made due to lack of 
appropriate smaller denomination counters not in 
play, is the entire force (or at least a larger part 


of it then called for by losses} eliminated, 

A, Yes 

Q, Is artillery considered a "combat unit" such 
that it can force march? 

A. No 

Q. Whai is the movement point eo&i for Cooperls 
Ferry (RR33-RK34} across the class 3 river? 

A, It would cost two additional movement 
points, same as class 2 river. 

Q. Situation: British units move Into a hex and 
attack CA units both outside and inside the fort 
in a simultaneous attack. In the next combat 
(during the same combat phase) the CA units 
counterattack. On the third combat, the British 
units attack again. QUESTION: May the British 
units attack only the CA units outside the fort in 
a separate attack, or does their first (simul¬ 
taneous) attack commit ihem to attack the CA 
units inside the fort as well? 

A, The CA units on (side the fort may bi 
attacked separately. NOTE; at lacking simul 
taneously or separately in one combat does no 
commit the attacker to that method of attack b 
subsequent combats. Merely, when attacking, tlv 
units outside of the fort must be dealt with first 
either in terms of direct combat or inflicting 
casualties. 

Q. Ef there are no British strength paints in 
Halifax, may British reinforcements and replace¬ 
ments appear there? 

A. No 


FANZERBLITZ: 

Q. The rules slate that ford hexes are treated as 
plain terrain for ALL purposes. Therefore does a 
unit moving along q gully have to pay 3 MF to 
leave the gully In addition to moving onto the 
ford hex? 

A No. The rules state that fords allow a unit to 
leave a gully at no extra cost. 

Q. What is the stacking limit for fortifications? 

A, 3 for Germans; 7 for Russians - i,e,, the same 
us normal, 

Q. The rules state that stacking limits do not 
apply during movement - only before and after 
movement. Therefore, may units pass through a 
hex already occupied to Its maximum, stacking 
ability by wrecks? 

A. No 


22, Vietnam — A new game system for our 
most controversial conflict, 

23, Civil War Tactical - A Chancel torsviUe 
treatment of other Civil War battles - probably 
Bull Run, Shenandoah, Antietam., or Vicksburg. 

24, CMf War Strategic - The entire war deal 
with in 1776 fashion. 

25, Revolutionary War Tactical - in all prob¬ 
ability a study of the battle of Yorktown. 

26, Election - Based on the upcoming 1976 
presidential election, 

27, Racing Strategy - A refined improvement 
Over our old Lemans game. 

28, North Atlantic — Strategic level naval game 
based on submarine warfare in WWH, 

29, U-Soai - A much more sophisticated ver¬ 
sion of our earlier tactical game of the same title. 

30, The Mighty Pacific - The strategic sister 
game to Third Reich. 

31, Messerschmidt — Plane to plane combat a 
lo Richthofen's War. 

32, Manstein'i Battles — Strategic game of the 
Eastern Front in WWN by John Prados — the 
designer of Third Reich, 
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S3, ConiSet 70 r s - Study of the modern 
Arab-Israeli conflicts. 

34. Spanish Civil War - Strategic game of a 
fringe conflict In man's violent history. 


The last Issue of the GENERAL was rated to 
the tune of 2.86 - good enough to be our 4th 
best effort to date. Individually, the feature 
article won out again and the 1200 point maxi¬ 
mum scoring system based on 200 random 
samples looked like this; 


BULGE — The Historical Perspective.294 

SERIES REPLAY: MIDWAY .267 

Tournament Play. .177 

Fanzernacht ..*. « ♦. .120 

Richthofen's Potpourri . 115 

Defending Russia. B5 

A Beginner's Primer on Wargamss 74 

Avalon Hilt Philosophy .. 37 

Design Analysis ..29 

Departments: Letters, ads, RSO. 14 


<S> 


READER BUYER’S GUIDE 


TIIU: WATERLOO 
PRICE: $7 


SUBJECT: Strategic level game of Napoleon’s 
final campaign 


Waterloo is the 13th game to undergo analysis 
in the RBG, Us' cumulative rating of 3.18 ranked 
8th - an indication of the age gf this 14 year old 
■classic. As could be expected, four of the games 
it bettered fell in the Classic category also; those 
being Stalingrad 3.44, Bulge 3.21. D-Day 3.43 
and Gettysburg 3.8B. One might think that the 
days of the old ■"classic" gams are numbered 
until you remember that even these relatively 
poor ratings are considered good on the t-10 
scale. 

Teking that same xeck a bit further we can 
find evidence in this very RBG which contests 
the supposed death knell of the classics, For 
Waterloo's 2.01 rating In the Ease of Under¬ 
standing category set a new mark for that 
particular classification. It is this great Introduc¬ 
tory function which the classics provide for 
wargaming which insure their continued place in 
our marketing picture. 

The forte of the classics Is their ability to be 
played by mail. In this day of multiple phases 
and defensive options new games capable of being 
easily" played by mail are rare and when 
"simulation'' is stressed over the "game" aspects 
- play balance often suffers. Here too Waterloo 
does well, placing 4th in the play balance 
category while being one of the most popular 
pbm games. It is these same characteristics which 
contributed to its' poorest showing - the Realism 
category, Without modern design techniques unit 
differentiation went begging in Waterloo - artil¬ 


lery being undistinguishable from Infantry for all 
practical purposes. 

Waterloo, although old and relatively simple, Is 
still a challenging simulation enjoyed by many. 
An already relatively clean set of rules will be 
improved upon in the soon-to-be-released revision 
and the already strong play balance showing 
should benefit by the planned changes in the 
river rules which will tend to help the French 

WHAT THE NUMBERS MEAN: Put simply, the 
results can be considered like this: Anything 
under 2.00 Is pretty darn fantastic. Scores ranging 
from 2-3 are excellent while 3*a must be con¬ 
sidered good. 4 through 4,5 would be considered 
fair, with thB upper half of the 4.5 combination 
considered poor. 


Map board 

3.27 

Components 

3.11 

Ease if Understanding 

2.01 

Completeness of Rules 

3.11 

Play Balance 

_3.27 

Realism 

4.32 

Excitement level 

3.21 

Overall Value ____ 

3.01 

Game Length 2 hours, 42 min 



GENERAL BACK ISSUES 


Unlike many other magazines the GENERAL does not reprint back issues. Once the first run of 
an issue is sold out it becomes unavailable forever. Over a dozen issues have already been sold out 
in this manner and many more are in short supply. Therefore, it behooves you to order these 
’collector's items' while they are still available. Every back issue sells for $1.00 postpaid. 

To aid you in selecting Issues which may be of special interest to you we have rated each issue 
according to the number of articles dealing with a particular game in that Issue. Articles cfealing 
with the hobby In general or non-specific game topics are not included. Naturally, the fewer articles 
which appear the larger and more detailed you can expect them to be. 
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Unmounted PANZER LEADER mapsheets are 
available for half price to GENERAL subscribers. 
You can order a set of all 4 mapsheets for $3.00; 
rather than ordering them individually mounted 
on cardboard for $6,00. This trial offer is being 
made due to the wide popularity of the un¬ 
mounted PANZERBL1TZ sheets offered earlier 
through the GENERAL and because one of the 
sheers has a small imperfection on one of the 
woods hexes. Address your order to the attention 
of the Parts Dept- and make [t clear that you 
want the set of 4 unmounted mapsheets, 

Christmas shoppers will be seeing the first 
sleeveless Avalon Hill bookcase games appearing 
soon. Our backlog of sleeves for the old bookcase 
titles has just about run out and many retail 
shipments are now receiving the sleeveless 1776 
style package. In most cases the CRT's or TECs 
printed on the inner box lid are now merely 
included separately on a piece of paper. Gamers 
acquiring these games should take the time to 
carefully mount these separate sheets on the 
inside of the current game box to protect if from 
wear as well as providing tt with an effective 
platform for display. 


Contest No* 62 was one of our more successful 
competitions- Less than 15% of all entrants 
submitted a defense capable of holding the 
Germans at bay for a full turn* However, this still 
left us with dozens of correct answers* These 
were pared down by eliminating those which gave 
up more territory than necessary — especially 
when the escarpments of Alam Haifa were con¬ 
cerned. The flaw in the British defense was in the 
placement of the southernmost three units. 
Bologna, 21/104, and 16/33 can move to 0-60 
and get an automatic victory against 50/69. 15/S 
moving to Q61 can get the same against 70/23, 
Then 21/5 to 0-61 wipes out 2SA/4 (with Pavia 
soaking-off against 9A/18), while 21/3 whips 
through to J-62 to pick up the supply unit and 
the Home Base. 

The flaw could very simply have been cor¬ 
rected by moving the three southernmost units 
each one hex to the east. That would have put 
2SA/4 out of reach of any attack, because 
although automatic victory attacks are possible 
against all of the initial 1-1-6's, advance through 
their hexes is not possible due to the ZOC of the 
backup units* It Is not legal to actually occupy 
the hex of an automatically eliminated unit 
except as a result of advance after combat* 



The winning tacticians who survived the luck 
of the draw included; Lanny Johnson, Belfair 
WA; D, Stearns, Tampa, FL; V. Borries, Louis¬ 
ville, KY; R* Finke, St* Peters, MO; J. Sato, 
Austin, TX; J. Brown, Santa Monica, CA; J. 
Trembley, Webster Groves, MO; R. Halsey, 
Corpus Christt, TX; A, Whitaker, San Jose, CA; 
and T* Kuhn, Phoenix, AZ. 


Infiltrator's Report 


Congratulations are in order for Paul Oldaker 
whose Pittsburgh Pirates edged Don Greenwood's 
New York Yankees with a run in the 9th inning 
of the final game of the Avalon Hill baseball 
league World Series, The Baseball Strategy League 
is just one of many regularly scheduled events 
which occur at the gameroom at 1501 Guilford 
Ave. in Baltimore every Saturday of the year. 
Oldaker won $50 for his first place finish. 



Other IGB events for the coming year include 
the 2nd Annual AHFL Super Bowl on January 
11th (closed competition); a PANZERBLITZ 
tournament February 1st; AFRIKA KORPS tour¬ 
nament on May 3rd and a RICHTHOFEN'S WAR 
tournament on August 2nd* Entry fees for all 
tournaments are $1.00 - the public is invited* 


The RQTC Department at Arkadelphia, AR is 
just the latest in a long list of such organizations 
which report outstanding results in the use of 
Avalon Hill games in their activities. The game 
they utilized so successfully was GETTYSBURG. 

Speaking of the Army, Avalon Hill has given 
permission to yet another Army organization to 
utilize its games in the classroom* This time it's 
Rensselaer Polytechnic institute where plans are 
underway to utilize the games to instruct the 
RQTC cadets in tactics, 

European subscribers are urged to renew their 
subscriptions and order games directly from our 
English agent Michael Hodge at his 646 High Rd,, 
N. Finchley, London, Great Britain address. Mr. 
Hodge also handles our Mail Order Division line 
for direct sale to oversees customers. 


Foreign subscribers are reminded that the 
postage coupons are good for only $1.00 not 
the entire amount of postage necessary to ship 
games to other countries. Therefore, Canadians 
must send an extra dollar with their postage 
coupon for each game ordered, and overseas 
customers must add $2*00 to their postage 
coupon in order to meet shipping costs. 


Winter Cons seem to be catching on* The MOW 
organization will be having a convention on 
Sunday, the 8th of December in the St. Glair 
Shores Civic Arena near Detroit. Among the 
tournaments to be held will be competitions in 
Lemans and 1776 1 For further info call Len 
Scensny, 317 Lin wood, Rochester, Ml 48063 
(313-773-5918), 

Now in its third year is the WINTER CON 111 
gathering sponsored by the M1TSGS to be held 
on the second floor of the Student Center at 
MIT, Cambridge, MA on January 18th and 19th. 
Among the scheduled events is a 3 round 
STALINGRAD tournament and competition in 
TACTICS Pt - BLITZKRIEG carried to an 
extreme. Address any questions to Robert Sacks; 
15-F Tang Hall, 550 Memorial Drive, Cambridge, 
MA 02139* 


Unofficial results of the summer conventions 
are now in. The biggest winner was Tom Hazlett 
of Wheeling, W. VA who walked off with the 
P.W.A, trophy and $100 after winning the Avalon 
Hill tournament at the Cincinnati Convention. 
Reports have it that the final game of Afrfka 
Karps went down to the very last turn. Ray 
Clark of East Hartford, CT took the honors at 
two summer conventions; winning both the 
Noreaster III and the prestigious Lake Geneva, W| 
7th Annual Avalon Hill Competition. Paul 
Siragusa, also of Connecticut, rounded out the 
summer champs with a victory at the 2nd Annual 
Dewcon in Maine. 


Origins I 

ORIGINS I is the first national wargaming 
convention to he held in Baltimore the city 
that originated the warranting craze in 1958 
with the publication of TACTICS //. l or the 
first time ever Avalon Hill sponsors a eon- 
vent ton through the auspices of interest 
Group Baltimore a group of 150 Baltimore 
area gamers with gaming interests as diverse 
and entertaining as they come. Make plans now 
for the pilgrimage to Baltimore — the site of 
wargaming's show place convention. Additional 
information will be presented in these pages 
every issue. 

THE DATE: July 25 - 27 T 1975 
THE PLACE: John Hopkins University: 

Baltimore. MD 
THE TIME: of your life! 

Among the fun to he had at ORIGINS I: 

* A $500 cash prize Avalon Hill Classic Tour¬ 
nament presented and officiated by the P.W.A* 

* Fantasy trips through Dungeons & Dragons 
- the latest miniatures craze. 

* Armor Miniatures — Judged by the Johns 
Hopkins Historical Simulation Society* 

* Diplomacy Tournament - the ever popular 
game of political intrigue* 

* A RUhlhofen \s War demolition derby, 

* Origins Tournament — in honor of our 
na me. 

* Exhibitions from the far comers of the 
war gaming world. 

* Auctions, private gaming, half-priced tables, 

and other events as they're added all 

scheduled in such a way to give you the 
maxim uni participation whether you win or 
lose* 

* Inexpensive on-campus lodging and meals* 
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OPPONENTS WANTED 

ATTENTtONI Wbrgame aM spurts ginrf farts in 
l u■;i j hr,Lk : ii jml G'ham ir(M. We hare a dub just 
fur you! Write fnd at F.O. Bw 4334) U or AL 
or: Dennis Cook, 14416 Lind: Virta Dr., Birming- 

IMIII. AL 3522k (2te) 8JM3(>59. _ 

Average player rf hfji srhuol a£u desires ftf 
opponents |o Lift, HH. PAN, JUT, Goad and 
L9L4. Karl Will. 133 BilAirt Dr., Dentin, AL 
36301,794-2417. __ 

197* * S.B.A Cup Champing KhamrOrfcs <34-20% 
■ftre 86'ere will come buck In *7$. Gary Grater, 
87 LS N. 42nd Ave., Fhoriniite AZ 85*21. 

Flf opponent^ wanted to play RW. I aba hove □ 

AK game and want tu learn how CO fday ill I 
math others to. Joe Irwin, 2700 Stranybnaofc 
Pitre, Anaheim, CA 92304. 627-4332. 

A person of IDlh yade JcteI (d ptry TAN 

Situation 7; yen pick the force*, John L- Meyer, 


Ftr 

future. Sian Module, 45 11 Chub Ave., Burbank, 
CAP 1505. __ __ 

Pbm PAN, 1914, Wat or jOTTil all AH Barnes. 

Kip Milam, 279 U Hmdesty, Caeryon Country. 

ca giiii.feas) 252-37:7. _ 

Wanned! ftf BB. 'Grad. FR '40. 1776, RW; |£m 

EG and ’Grad. Art I here any dubs or 5ICL 
Chapters »n Northern CA area? Drop a line. David, 
A. Ktedj 121L Smith 5L, Cofnirto. CA 96*21. 
Wanted: opponents roe pbm TSDT’Grad, FR ’40 
and l!H4. All letters answered v»m play cHfter 
side. Mark Kargus, 12 Westmn Dr., Daly City. CA 
44915,756-Q994 _ 

Pbm PAN. Luft, FR '4* and 1914. Wayrar 

FtrSidt, 8557 ParTOl Ate,, Uijnney, CA 9*240, 
8*9^865. __ 

Average adult player want? pbm oppooenta In 

Loft, PAN, 1776 if possible. FlT LT anyone plays 
in Edward* Area. Dj>IJ Goodwin, 1150 ltoyd 
No. ID. Edwind* AFB. CA 93523, UjftS) 

:Sfrft&BP- _ 

Wish 10 content manliwre* opponents In area alio 

pbm PAN. Mike travels. 27 Coffee Lane. FtC-C- 

awn.cA 450i9, 724-4513. _ 

Two ehpcritnctd players n«d Ilf e 

Have SO games. Aval 

welcome. Dave Calvin, 33323 1 

fcfaeborCiiy, CA 90710, 326-4532. 

At*ri#e slayer wants ftr opponents: (be PAN. 

1776, At. BB and DD. Jeff Zorn, 42366 Misty 
way. Kernel, CA 92343, »r?-:iM3. _ 

Ahura average wargamtT or adult age Will PIT AH 

games of my dndte. No beginners please. Kandy 
HeBrr. L468 Richardson,. LOS AllOs, CA 74033, 
767,7143, _ 

I gamenuslvr pbm origins for 52,50 a game. Will 

tte tamllur nvlli any Vnr. In VoL ] i) Ho. 3. Ralph 
A JUjim. 4255 DonJulfo Glvd., N, Highlands, CA 
9j*6Q, 33UI2QB. __ 

Wa Die d'Lemans and Or U-BMt in good Ctm- 

dllinn. Will Inke best olTee. Also desire notice 
avenge pbrtn oppOHClirs foe AK, Cett, PAN end 
FR '40. All hllers answered. Tom Woodbury, 
104JO CrettOll 1>T., Los Alfos, CA 74*12, {4ft B> 
245,6672. _ 

Novice playtr cjl )"v^inb5 pbm opponents foe AK 

or 'Guard. Also iniertsied in ctubs en L-A. 4tCR. 
Loot &nldi. 4lfi M. Alta Vista, L.A., CA 50036. 
Frf 'Crad. AK. BlilZ and PAN: beginner. Oel& 

hfabm, Hi Id So. Hi Poinl. Los AhpCles, CA 
7PB35, H^77j7. _ 

Hdp’ OppminiCs needed, going CHiy. will jilgy 

D&. Mid, OE11G, Kneg pbm or ftf. Want to learn 
PAJ1. Blilt and BB, DavW Sehragw, Banyan 
Drive, LA.. CA WUMB, <2131 472-17PQ, _ 

VfttiT ftf opponents, for Wei, 'Gmd, DD, Mid, PR 

'40, BIL PAN and 1776. Ha** AKi Blitt you 
have, Will learn whet*; are (here any clubs. 
George A. Sireeydri, 2SB1 Ocrarrside Glvd,. Apt. 
SI, Qeraneijle. CA. 

i lead: me h"ow. Aflr 

at PAN, Krleg and DD. Ako will 
sell or trade RW, Cell, Hid and ORIG. Send foe 
info -on game condition. Wayne llynes, 1323 
RobIp Rd-, Parilira. CA 54044, 355-3132. 

Adult waul* be interested in game maslcnni 
blind PAN using own silualkms and rillCl. W-Wld 
Eke game* qI tJU nnd AK, pbm or ftf. Sieve 
Spool™. 1107 Esplanade Nft 77. Padften. CA 


OppMiffira waured 
Have vxrklkin. Tor 

I DD's FT's. Only ftf 


t player 10 yr* okT 


Wanted: pbm opponent fW PAJd. Ml amd T] 
Will [ell |5L4 fifteen <]J) days after [ gd 
General, Mike Shields., IS Amethyst Way, 
Frmeltoo, CA MI3I.2B1-7S37 


OPPONENTS WANTED 


pie, 2360 GHendhle Dr., S&. 
Saji FraneisMh CA WQkq glB-SgSD. 

ft there my warfuner islufbs- in tile uea7 If ned, 

wgiirtu to make <me. Brad Bsmorr,. R L 24 E 
Cell to Dr., Sl San Gabriel. CA 91770, <2L3) 
573-L37Z_ __ 

Above aterajw player (24) dtsires flf opponents 
for 'Grad, PAW, PW ant Uft, 111 piny »ny ape: 
noVicT or expert. Dave Byndeigaaid, 5852 Hsavl- 
llne. Van Nuy*, CA 9L4p|, 7Si.Q(^7. _ 

Wish to rDeduct miniatures players in ICO mde 
rwliw. I pfty mldevll Napl ecn| e Amerlew ftevp, 
Lution, Civil War. WWIL Natal Air nr yours, 
Please write. Mike Beavers, II S3 ljinonfti 5t., 
W l al»nvill^CA5J076, 734jJI5. 

Tough pbm opposilton foe FR '40, Lull wanted. 

Flf RW, MW, 'Cr*d aiW BB, Frer« Anis. warn 
clut info lam 15). Anyone want FR. ’40 lausney? 
John Pesnwtdet, 2211 Galve# 0)„ Walnut Creek, 
CA P4558, 535-2251. _ 

ftesperale waigpmer In. ex-pre*. Nlxonft borne 

ICnvm needs ftf. Haw 1L AH games. Chic 
Fromm, 7B23 Bright, Apt. C, Wbittiri, CA 
jOM2 . 693-3531, _ 

Tlelp! need help in Wld]" iChT-Tiivd LufL Easy 

bomss 1o Santa Monica. Call after dm <61 please, 
Very desperate! BilL Miles, Jr, S076 Campo Rd.. 
Woodland, CA 71364, 347-tB77, _ 

fie gi mi era want lo gel going pbm AK. Lufli ran 

get Nllti end MW, David P. founark, 6060 Dover, 
Arvada, CQ 80004, C303> 424-1367. _ 

tlniverfJly of Cdiorado SlrgMgJe Gjrnes Onh 

drfidres ftf and pbm opponenCs for AH. We-: 
real enUmsusJ*! f-brrj Weiser 
MHh SL. Boulder, CQ H0302. _ 

Teenage warrior rge 16 needs □pponents for k ,. 

AK, 1!H4 and Lift. Will fttn Vdlwcs, Ftf iihJ- 
Will like lo join any dub In area. Stroll'. 
Albright. 12750 Herring Rd., Ccfo. Spningt. £ 
aWB, d45-4223l 

w*nted adult fltiponenti foe FAN, AK, Wa7,’B, 

drad play by Atalon HiU rules only. Richai 
Fops, fill Wnp, Co. Rd. 16, Erie, CO flOJIft. 

Two good players or 14 wish £b Hart a dtrb • 
Jain enisling one. Phase oontaot all lette. 


OPPONENTS WANTED 

Also- would libe lo know If there UC any olubs in 
my area. Jeff Gird, 332S Girlie Id, Drs Montes, [A 
5C@| 7. 266-3215. 

Wanted! A willing Alfitd tatll* ctm for FR ’4DL 

Flf any AH tames. Rick Lubbec, Rft Nd- I. 
LaFdcte City. lA 50651, <31^1 342-21II. 

Wanted" Ylf [n mosl AH games PaJ Knlgbl, 3j J 

SWTfr B„ Arftjjisrs City, KS 67Qfri, 442-3535. 


r 40, ’Grad, BG. MirL Gua, 
WhUcdrab. 53* Rtnal. 
543-333B. 


r 'Uit, PAW, Fft 

. Wat and AK. Timothy 
KS 66S01, 


Pbm dr nr Ldl, FAN, FR r 4fl, KriCi ur 

Paducah C.A_’s against any group. Am in 
nifolftturet, Ggry Rws, Lute* Rfl,, Pcdu 
420PI, f502> J54-3 i 51. 




Average player seeks uppOnents for nr PAK Fit 
’4ft, 1176. Also many other popular warjanilffj.. 
Also pbm PAH if you hive kit. fim Dirkey, I. 
HIBrroft Rd., Windy folk, Newark. HR 177El 
737-5677. _ 

Wiild'llte ftf for DD. BG, Wat In Wlnler Fork, 

HOrtfi GfJandO artl, Mark Owens, 503 Gunnwwd 
Ct-, Altamonte Staings, FL 32701, 862,9533. 

High school age rtdvirt want* pbm 'Grad victim; 
4"Srbi rates. Yon choose ode to lose with Jim 
Berg. 155* Jaitttanc way, Oksarwtict, FL 33516. 
442-61313. _. 

Novice pfcye* age 13 will M lay | rf Blirt- FAN. 
Jjoft, Wat and GetL Would like to try pbm 
l*jve rW klT, Jeff MatChen, 23 Madrid Latte. 
Davie, FL 333 LI. 752-3767. _ 

Wanted- pbvrnfor RW. Have no ku h,n willing, td- 

go Mi AveraaC player ftr Tdr Blit,' in Bruward 
County amd RW. Drnnli Dsmoey, LI2JN.EL L6th 
FL, Ft. Lawicrdalc. FL 33304. 7&4-3137. 

Wanted pbm Blitz or PAN. Ftf S. FL area. Write 




for ftf 


<f fogctsoll. 341 s. HnUiiiiyn, Passtdena, 
CA PI LM. 756-4745. _ 

Ftittt bfind PAN from General V , oL _ LQ| h’o. 4. 

Pbm advanced Luft and Side. Ftf Blitz, Mid end 
RW; age IP. Javier SdEs. Jr. £24 Q St., Ran 

Linda, CA 55673. 5 33 -1377, _ 

Attention Masochists! L need pbm victiiils fbr 
FAN, Wflt. RW, FR foB, Blitz, Luft, Mid, and 
1776. Nerd M kit for all but lint two, ChliS 
Lasnln* 3760 Mere tew CL, ftlvenade, CA P2505, 

6flP5£]5 _ _ 

27 year 6ld ifovice pfayee desires ftf AK, 'Grad, 
1776, DD (Original Roles). Blilt. Wat and 
ClBrtSelforSAillL. Cecirge iurand, HJ74 Chile 
Morelas, San Dirgo. CA P2I26, 566-4475, 

Ftf college Of Older opponents HRe lo loos! 

on OaHL’. Achlung USMA" 1 chalfenpr Cadet 
Manka M a timing (fuel' Will on*wer all letters. J. 
Allen LaWTton, US3 Deliver (AR5 23). FPO dan 
FfaHelseoe CA ^6C*i- 


my 


1. Ralph Carlson, 
3438 Jennifer Way, Sin Jdte, CA PS 124, 
377-51) Ml. __ 

Ftf opponents wanted Lit DD, 1^14, 'Crad, 1776, 

FAN, BG- and AK. Kevin Rose. 1474 MenDrfegte, 
San lose I CA P5I3P. 265-2137. 

fe junior 6 

1776, All fore 
thing except for Inverted oauncfra. Away fifty 
IsMSEft Ftr drily. David Rtjrdan, 1584 Lieiz 
Ave.. San Jose. CA 531 IS, 244-451H. _ 

Ftf combat wanted in Bay »tea m«t AH glares. 

Mike Feieisan. 377 Lnurie Mdws No, 530, Slri 
Mateo, CA 44403. (415) 474-554g. _ 

CK7F$! Bouthem Czlitomia flf gamirtg, 1575 


Olympics, AH Worjprms, FT, Grand Frih aitd 
more. FaCtl Maitkiewjtj |574 Grand PrLc Otamp. 
Jim Rellty, 2605 W. La Vfme, Santa AM, CA 
52704, {7l4)i*7fr^871. _ 3 _ Fr ^_. 

Average high school playvr st-eks ,pbhl .Ilf SB, FR 

'40, FAN, trad and AK. Have BB pbm kil rW 
□4hen. Arty eldba heft? Jim Keefaiaver. S626 
G ryden Lone. Sonia Rosa. CA 954*4, 543-371 ) . 

□pgioncrtl* Vianled: flf DD. PAN, Krieg, 15 H 

and FR ‘4*. Htjh school age - Drily expert- 


EKperiem^d adult player Iraking for ftf up- 
ponenl in the Fort Lauderdale urea. Member of 
AHIRS. cetald. Seitott, 73* Ftne Ridge Dr., 
Plantation. FL 333 L J, iSI-2256. _, 

N*eft FA A opponents for phut Wat, Aho pbm 
BG. I'm Germans. Any flf in Atlanta area.? Will 
jmwvtr all replies- Tom Lknaer, 1727 
CL. Allanla. GA 30338. _ 

High Mhooi see player seek* ftfo 
PAN, Blitz. Luft, 1776 and others. Will play 
Anyone! Afco inwraed in Joining Harietra Area 
Club Birure Hooke, 1125 WynbraDfc Dr., 
Maeteru, GA 39)60, 4J6"7|0J. 

Have AK sbbF, _ DD "lei 'flT m 1liu“™V Would 

like to [tart or Join 4*pb Keith Chancey, Kt> Pine 
Ridge Rd.. Hillrdr-vilk. GA 3-1061,452-2247. 
Average ptsyer pf ppult qge despeg ftf oppements 

in the Rome area, Want ter buy back issues oF 
The General, fames ML Loren, N. Kenorz Dz^ 
Rome, GA 3*101., 232^820. _ 

Ftf anything. You none It; i’ll piny iL Hi.gh 

school juriiM. Bill Reed, 212 Dewmirt Rd,, 
Smmanah, GA 31410,(412) 847-I78L _ 

Wnnled flf opponent for AH games., inektKii- 
■eneerl - but am -ailing to Jram any AH game. 
Have FR ’4*. RW, GB, PAN and Mid- C«g 
Bsugftf, 216 8. 3rd, AriL i, Cmmi. IL 62321. 

Still Med advrrary for pbm or ftf PAN, FR J 4li, 

or fDT. Am fooklhg foe persoet who seeks 
experience by playing mrae as I do. Bab Simons^ 
1*436 S, Avm, Chlewo. IL 6*65-5, *45-1557 

Sriiking 5liongs Dppcmenls foc t'lf AEI pm-i 

Write or phone 4 *_m, - $ p.rii. and has* 
number, fzmvs H. ZeLdcl, 4*57 Soutlipnri, 
Chleigey [L 6D6I3, 634-4762. _ 

PEra FR '40, PAN, TAC; am average pliyer, ]* 

yw, Gteg BUiw*H, Bfflk 555. I para, iL 61441, 
(30S> 753-633OL_ 

wanted pbffl oppanattr irt FR ’4D Also any ftf 
AEI gamers m Jnefc[Dcnahe ares? Will pfty Blju, 
AK- or DD, Bill Downer, Box 643 Illinois OotJegjv, 
facksonvillc, IL626S0, N/A. _ 

>lay«s wanted for referred pi'in iamvs TAC, RW 

znd o4ben in ANSCHLUSS, a bt most t lily journal 
of games and history, |Qpp, dittoed, I* eenti 
stamp for simple copy, Joseph Antosiak, 422 
East Avis, LoGrazige, I L 6Q52S, 4S2.7IST. 

Fbm opporitatt! for 'Grad or PAN wanted. Each 

puL up 55.00 - winner take nIL Paul £. Dr Volpt, 
*03 Columhlne, Lftie, IL 6Q!32, (312) S64-1397. 

WW[[ riilrtHlurts players v^n'Cf^TY'bnn Luft, TATC 

Blitz you supply kit or wilt split. DeVolpi are 
yeu ehieken 10 play Ltift??? Bffll Hutfltr, 4734 
Winrfaerier. Lade, [L *0532. (312) 464-7666. 

Pbm AK; j h m the British. Bernard F Beyerley, 

II - Wesiern IL Uni., 

. It SWj. (3W) 2»5-6$ |4, _ 

Wanted Opponents for Wbt, BR, PAN, Blitz either 
pirn or ftf: Rotter Fringdl, 121 5, 7u„ Mon¬ 
mouth. IL 61462. 

Will piny any AH game-) ftf. Dgvid Haase. 1815 

McDonald. Ml. Prospect. IL 60056, S27-7453, 

Wksii id Pbm, Wlta. BIJ, Krieg. Gett. ( have no 

pbm kits: Lowell German, 77 LS Knriov, Skokie, 
(IL 60*76, OK-MJ38L __ 

Wanted ftf opponent average player (14 yrs.). 
Have PAN, 1514, TAC, Gelt will Ium Others, 
conrart after 4:30 p.m. weekdays all day week- 


Rd.. N. Ft. Myers, FL opponents. Will ftf any of your pnaes or one 1 
desatfred. Any clubs in BOHttri ar«T Jon SUrtd- 
lhilU. J7 Rlverriew St., Dedham, MA GS02*, 
32R41Q65, 


Are there ai 


wish, MA *2563. ifflflM3i6. 


ahapolc, IN 46215, 355-9326. 

Srak average plnyer for pbm Wat. FAN, glllz, GB! 

Gary C. Hosier, 61* 5. Mulberry, Martiizsville, (N 
4*151 (317) 342 4*74. _ 

Need ftf or jibm oppontn: for FAN, drift or RW, 


Good high school wants ftf Luft, 1776, 

FR '4*, RW, Annas PAH. Also [tbm FAK. Bob 
FJrtcher, 2508 W. 64 SL, Mission Hills, KS 
663*3, 362-32 [4._ 

aga playez ma 

nea Will play most games but like East Front 
Ihe brsL Lt, Richard M. Kehrer, 8406 E. Ebisy - 
Apt. 3QS, Wfohata, KS 61^*7. 6a5-*i05. 


OPPONENTS WANTED 

Avtv, Laurel, MS 2^44q 4a*-^3M,_ 

Gyp6nants wanted for S-pVare and Krspg Bill 
Barrett, F'.U. Gcot 8, Lexington, M5 35095, (601) 
534-161 Sv___ 

Wanted in pmCm playee for any AH be VarialiDrt 
on gamer. Allen Miller, 1414 N.E. 68 SL. KLC„ 
MO *411*, 4?3-j795,_ 

Need flf pfayera for ’Grad, DD, AK, Blitz, BB, 
1914, PAN,, TaC, Gett, god LufL Any u-argainers 
in Manchester, NH arcaf Roland Leblanc, R No. 
5 Liberty HU Rd., Bedford, NH 031*2, 
472-3375_ 

for AK, 


Good p(fty« needs opponents for JHJ, Mid and 

other AH games, Can pbm or pbp. All tellers 
ans-ivered. Tom Vitatdio, 2S E 49 id 51,, ftgyiomtt, 
KJ 07*02, 437-4235. _ 

Average 14 year put uunfcj pbm OPpWICnti for 

Luft. WJU Jeairi others: also pbm chesj. Reefer 


, KS 


Anyone Interested In parting club In Mource 
oirta, Or playing ftr WlrxartMS contact nK. Haw 3 
members already. Haw 8 years. All experience, 
13 tattns. David Massarf. 1103 Cole Ave,, 
kfon^e , LA 71201, 343-5105. _ 

llcy LtboucC 


5 flf opponents foe AH 




1 1714, 

Htk-GctLi hcsL cdTers i 
ateb'l Doug Gonfoele, fyl FMCOft Rd„ LiVungstOn, 
Nf *7*39, f201) 952-1553. 


I^m t;m , 

2 )27 Audubon, Thibodaux, LA 70301. 
tinted flf opponents fbr AK, Krjeg, TAC, ftlfti. 

Mid, BB, Luft, FR ’40, RW, RAN and 1776. W13I 
leant blhers. Need ride to ft'iB. Art Jezeseft, 1 
l aincury Sn, Ballimcre, MD 21218, 366-133 L 

1 vcellenl PAN pfayee seeks ftf opponent in 

TaltiraUrt area. Also play mbst Other AH games, 
• iv Koryjana, 72*7 Sbadowlawn Ave^ B 
■( Lt 21234. f3Q] 14444835. _ 

Want lo huy Guad, L'-Boat S3.*0 eacl 
-vstags), wm also buy old Generals - 
,4. 2 Na 5 amd VuL 3 No. 3. Si™ Medsel, 
HO Haivlew Avf„ Bhltitttore, MD 2E234, 
!-t j-2673. _ 

CHTUNGf Flf opponents for RW ? PAN, Krieg, 
- lift. Mid, 1776, AK and FR ’40 Will Iram other 
\H games. Alto Fan Ld end Alex, Gtih Weiss, 
■14 Lynne Haven Dr., Hallimc-TV, MD 21207, 
-v MibjO, ___ 

auhl like pbm and, ftf opponenls for all AH, 
ikdtle of Bnlain games. Medium lo good player 
•- -H'ld like lo gn an-y out of prtnc tames David 
S munons, 5512, BeSbcnfa MD 20034. 36543283. 

(jpporients ueinled 10 flf DD, Bll(z others If you 

Hippfc- games. Fbm K you supply kits. Any dubs 
Ut foe area? Joe Geckle, 421 Sudbury Rd., 
Lsnthicum, MD 21*9*. 7B5MB24, 

Will trade romplet Verdict foe Guad or Amro. 

Pbrtn DD, FAN, BB. Luftf ftf all AH games. 
Abate average high school age. Max W. Under 
*60d. 1617 Taylor Ayfc, Dltott Hii, MD 20*32, 
(3CL) 292-2191. _ 

Avetagf plnyer high ad»ol age w*nts ftf m 

almost onything fbm in AK, Blitz. BB, DD, 
Cwd. UP ft, ]634 and FAN. I will pay half fpt 
kits. Larry LuGcnvilx, 4 Manadnock Rd., Chesl- 
put Hill, MA 021*7, 333-0969. 


Warittd flf Opponents roe AK i«argamcx. Seeking 
nrulure player nearby. James H. Weathers, It., 
|4| Bbllard SL, New Bedford, MA 0274*. 

Flf PAN, RW, FT St, iGrad. Luft nnd 1776. 
FgmJilar w6th otlrers: win Nam asy. Seek oj> 
panenl for college age ct older. GeDfge L Brown, 
Rocky HUI RtL, Rymoulh, MA 023*6, f*|7) 
224-667*. _ 

P*m at ftf AK, Cett (he*), ten ISflWfyl, 'CrKt 
and PAN. Arty rfutri? fust mated in. Hl^i schnoiJ 
Junior, average player of all abOW *HI lom new. 
ftte Hanlvy. LOL No. 28 Farnham Rd,, Rowley, 
MA 016*9. 


n Cape CikF Need ftf 
*rvy janae; have n»Pt 
i Street. Sand- 


cc-llep: agf or adult 

players, wanted far fef or p*m. 1 have kits far 
FAN, Blitz, .AK, 'Gr*d, BB arid Wm. Clint 
Matthews, 493 Morion St., StDujghtan, MA 

*3)73. 344*)5**, ___ 

Wanted wargamrrs ages 13-16 in Ann Arbor area 
far ftf. Hive RW, FR '40, 1*14, AK, Blitz, 
Lem a ns arid GRIG.. Will ham enhf-ra. Brian 
DeWifE, 31 JO Lexington, Ann Arbor, Ml 4BL05, 
663-6250/ _ 

Average player (18) wants pbm opponents in 
Wot, 'Grad, BR, Blitz, Jlrate^o, JUT, AK, D|X 
FAN and 1914/ Any sidf. AJ I'.tti 
Scwll Path, Room 0412, Rumsey, 34] 1 
St., Ann Arbor, Ml 481*4,764-57J] 

Average 15 year aid player wndies flf only. Have 

FR h 4*, BB, Luft arid DD, Can afct> play PAN, 
1776 and AK. John Van Alsten, 9E9L Sarasota 
Ct„ Detroit, HI 45239, 535-5034, __ 

Wnnl pbm opponent for BB, DO, Loft, PAN and 

'Grad. Frf Tor players in my area, wish lo fain 
dub. Mf Hatfield, 35932 Old Homesteid, Farm- 
ingltWh Ml 4HU24V . .. 

Good hjgh school pdiy-rr needs pbm opponeciti 

for RW - you Choose sBe, Scow 5 Allen, 17710 
Loveland, Livonia. Ml 48152. 

Menfoere needed for west-iiderj gaming eltfo. ft 

mtererivd, call me, also needed Bilile Manual for 
AriZin, er C5fry bf ent Tom Lacey, |**9ft Beech 
RtL, Rvdfstd Twsp,, Ml 48246, KE >6830. 
Interested In pOzylng. FAN pbm. Richard Ronton. 

9241 Gtarldviriv Rd, ? Traverse, Ml 456S4, (616J 
947-5535. 

Will phot AK. Mid, 191-4, Krieg, RAN. RW, FR 

r 4fl have no pbm kils. Want 16 buy Guad mus-1 bs 
CDmptete; will pay SL3.0Q or less. R5± Ruble, 
312 Fredrick Dr,, Albert Let, MN 56*07, 
573-7211, _ 

Beginning player'TT^J atijs iff opposition for (7 

AH warsimrs. Derirr infa on area dubs. Steven 
Napciitano, 3*1* Boone Ave., Ncnh, New Hope, 
MN 53427, 544-0436. Fbm FAN. 1 am German 
shuarlons No. 1 and No. *. Russian m all other. 
Will play fust siK responders and artswCr all 
replies. Gob Smith, 6773 Ysccn Ln., Ossen. MN 
55369, 535-291-B. _ 

| mint Id start club In Rosrtlle iih. Also would 
like ftf in ail games Tim KCHArt, 2525 Lydki, SL 
PkuL MN iS 113, *33iS715. _ 

Waffled average pfeyea fee pbm Krieg, AK a nil for 

FAN, Dz-rid R. Berber, 640 Seyind St., Gulfport, 
MS 39501 ■ (601) 863-7924. _ 

Want VtTopponenl* lit any AH games. I own 13 

arid am Willing 10 leant ulfteib Would like lo buy 
Guid - send price. Mike Garland, *13 N. ]3lb 


OPPONENTS WANTED 

another. Red Or Blue. Jim Cooper, 6113 Robifon. 
Cmdnaiatl, OH 452 jj, 3j|-265* _ p 

Interortlate player wants lo pbm 'Grad, 1776, 

PAN and. Mid. -Craig Gleamo. f:JCl KiFttlientOtW, 
Cmglnm.il. GH diT40. 825-0507. 


WMit ITT 
'Grad, RW, l 
Tome, IJ933 

mzm 


far PAN. Luft, AH. BB, 
l St gnd FT Si. Richard 
OH 44I3S, 


wishing phitt PAN and 1776; aka 
ftf FAN, 177*, RW and cLhers [ know, but dpn f l 
Own. Will answer all letters. Erie Ofli, Bo.k 548, 
Cofcran, QK 43916. 


Cminly area. May try pbm; have no kite. Have 
1776, iGrad, DD, Blitz, Kncg, TAC and Others. 
Eric Durr, N. Elm, ColumbkitH, OH 444B8, 
483-482*. 


pbm BB, 1914, Bllla or RW, W||| take ariy side: 
novRe ftlh'«. J«5' Mudhalmr, 41 Hardinme 
Rd„ Locust. NJ 0776ft, (2*i) 291-?j|£. 

Novtca 8lh grader would like | D pfcm PAN. FR 

'40, DD.. Blake. Have no kite, but will Imprecise 
or buy half. Any clfflst in areaT Mate Pinson- 
nuntil, 2* Ardiieirfi Dr., MadisDn, Nf *794*, 
(2L2) 822^2765, _ 

■Good jllBiM higher wants ftFAK, Wat, I'ArTand 

Mid-me Japs; also any games ye* have. Wish fa 
Stan or join dub in MijrlrwoDd, South Grange 
area. Chris Kane, 7S Hudson Ave., MagdpivOtKl. 
NJ 07*4*, 763-3962, 


area. Will TIT 16 rarrws. Fbm AK, Wat and ’Grad; 

I have kits. Interested in joining or forming-dub, 
(hues Wandelmaier. 123 AirmounL Rd., Mabwub, 
NJ P743*. 529.319S. _ _ 

Ftf for any AH game*. Provide own transport, 

aCion. Want to form club In Bergen County. Chri! 
Fasudo, 6* Glenn Ave., NOrwOuJ, NJ 07648, 

Mm_ 

Wanted pfayer or junior high age ftf or pbm 
PAN, Mid, RW, FR '40 and Luft. Fmt* Kafci, 
fr„ 12 Manor SCrSri, South Amber, NJ 08879. 
721-5269. ____ 

Ftf FAN, Mid, DD ami 'Grad. Jim Hamlay, 178 

BPn Mead nor Pkwy, Whlpfarvy, NJ 0764], 
847067*. ____ 

Novice player (14) seeking pbm opponents for 
EG, DD, AK and Geft. Have net pbm kite, Alt 
leLtlara answered. Divid Downing, 3100 41b 5.W., 

. NM 97] 02, 877-5672. _ 

«. u^rite ftf. Want to jam or star] club. 
Guad and Lull. Wm jet Itwre games To anil: 
MflNiri S. Oka, 40*5 C Alabama. Las 
Alamos, NM 87344^ *62-6417. _ 

N0VK* college adult age player seeks TtT most AH 
and eft hen ad your choice, any fide. Ffopeftilly in 
liaiby Queens ftr Nassau arras Richard Albert, 
86-11 2S4th SU Bellerose. NY 1142*. _ 

G0(Ht pTay-ff or 'X-ftfgv adult ag* wants ftf far 
an(y of the dozens of games I have. Prefer newer 
titles but will phty AH flMICi. ThCrtBs E. Hiltort, 
252 74 SL, Brooklyn. NY 11209. TE-tKJBa*. 


for BB, TAC and DD. Will buy half rf youes All 
letters answered. Darufo Cnok, 65 E. Mein Si-. 
Chntenugay, NY 12920, 497-6333. _ 

Flf gaoners m Bast Northport area? Hnu FR '4* 

and BB. Am alwaj'! Cfonain. Above average 
player, juniur high 13a. John D. Bray, 14 Brian 
Lane, East NortheKl, NY 11731, 1516) 

366- 267 L _ 

Esporeltmoed plstyer In desperate need: of ftr 
Opp-Oltentl, Will play any thing once. Tim 
Carietosi, Valentine Dorm No. Of(Kj, lltagea 
college, NIHCH, NY 14H5*, 272-5632. _ 

Pbm BILlz anyone-? Have kit hut no opponent- 

A'ill P*3y arid po half -Ml rnasL pbm games. Bryan 
Mundcll, 59 Szpsucker Wd„ Ithnca, NV IdflSfl, 
(6Q71 £57-*6]fo 

Novice - gamer -wilT plim 'Grad amd WaL Don 

Vo-yer, 7JJ9 CaiMIe Ave,, Lwillt, NY 13367, 

367- 7110. _ 

Looking fer ftf or prim in PAN, 1776 and toon 

Blilz. Have no kit hist wailing to buy half of one. 
Age 13; please respond. Glen Coffietd, 24 
Kennedy Rd., Fort Mr SLi., NY 11776. 
928-M85. _ 

Ave rate player, any age, I destroy all lakers in 
RW, Luft, PAN, ’Grad, DD, BB, 1914 and Gelt. 
Ftf me German, [Uni* Letferer, 1*52 Rbie Rd., 
N. T&fflwartda, NY 14120, 692-9589. _ 

Pbm opponents PAR and tired- Gary HeUeriga, 

26 TRW, APO. NY *9860. 

Wanted ftf for OAKS, CA0 &A6, KreJg. Atrz^ 

JUT awl 1*14, I am 21 and ad albpvs untrage 
player. SF/S James T. Smith, 076-46.4842, Ca B. 
FSB, ARC. NY *^742, SI 3-6941. _ 

Average player, age L6, wants ftf opponents far 
mest aH games, MNlwel J. Lemke-, 157 Crorinan 
Terraro, Rochester, NY I462Q, 244^1825. 

Average gpmer age 13 *131 pbm anyone i 

DD and Wal, Ha.ve bo- pbm sheets. Will play all 
games. All tellers .insuured. fo^eph Lufoevtug, 4 
Uieille Dr, 1 Syoml, NY 11751,521-1315. 

Will pSay any wargame or vryona. I *tn ave rate 

■■argamer; hue seven games nayself. Boyd Fisicfc, 
645 We 11 trig fon Dr„ CtidpM Hni, NC 27614. 

Want ftf opponents in AH games, Ron MOsCS, 
6151 Spring Garden La, Charlotte, NC 28213, 
596-7815. __ 

Wanted opponents In Charlotte, NG area for 
FAN. Will ftf fof FAN. BUI Pesehel. 1629 
Shan non ha usr Dr.. CharlotLe, NC 28215, 
5551871. _ 

Interested in contacting warglritetl in Ft. Brag 

area. Luft and PAM. [CW chapter may be forming 
if erioufcjt ate intereared, DPa Riet fonek, Eutaw 
Bdz 5174. FayetteriHe. NC 28303. __ 

Intern* pMjrer, crflas= ->8^. *«l“ P hlB uppotaente 

for Elite, DD, 'Grad, BB, Cell, Aniio^ TAG 
wilting fa play either side. Negatate rules m first 
letter. R-Obrrl MsGtedit, 3328 Mllfognk Sl„ 
Raleigh, NC 2761ft, 828,3788. _ 

College Student will pbm AK. FAN, ftf AK. PA^, 

Mid, 'Grad nnd others. Have small club; club can 


no pbm. klis b 


OPPOAFj> TS IT,fj\ TFJ> 

F.G. Brix 6320, Ft, Blfe, TX 799*6, 568-3816, 


Samuel W. Hunter, Jr„ 64* E l*th. Hc^rrm, TX 
77D93, j713) 862-6290. _ 

Fbm or ftf or DD, TAG or po&Jbly another 
tame. I'm 26 and ikw at wtnamang: but ]‘m no 
push ever. Also want (If opponents. Paul Smith, 
Fouie 1, Box 2DBA, LindaItr. TX 75771, 


far Inquiry, All Jeneti will be 
Steve juries, 342 N. 

43015, {*143 3A.3-HWD._ 

Very yourig gamer wants to pbm Krieg; Old did 
wants to- try pbm t9|d, jack ft Tim Goudhand, 
316 H«ft M. r Fremont, OH d343Q, [4]9> 
332^9173. _ 

n ORIG. Collage adult age 
pteasr! Serious player? m»ke bfet Elmer so 
Sl*,Q* pee player. 1 will consider your prefer, 
enres Write me. John Shulefoek. &ri?S6 Siale Rd. 
Mo. 2, Parra, OH 44134, 886-2275, _ 

Good high school age player wanls good lo 
excellent opponent fo pbm AK. Jeft IfoJJKS. 
1 87* Merle Rd.. Salem, QH 44460, 332-5415. 

Adult, average German player ireks opponent*. 
Flf DD, 194*, |4M, PAH, 'Grad, Luft. AK. JUT, 
Mid, GRIG and *lc. Fbm 154*. Stephen Rich, 
^67!^ Park FI.. Springfiebd, OH 45504, 325-6373. 

Wanted ftf oppOrtMts for all AH and other' 

wargimes. Expert adult: also pbm. James M. Day, 
354* Seftreeder Cl., Toledu, OK 43613, (419) 
*72-7714._ 

Want M opponents for AK, BB and RW, Am 
there any clubs n Cleveland's Eastern 5uhufof? 
Bill Baraiutl, 29116 W, Waicrefcfc, WUfowirR, OH 
*4054, 943-4570. __ 

Badly Wjrifod n( tfppomwnj. Ter RW ftr 1776. I 

have bulb plus 5 others. Am ihuve average 
plnyer, age 17. Anyena in AualintownT? Jim 
Kalrnrr, 129 N. Ldgrhitl, Youngsrown, QH 
44515, 792-2*38. __ 

Want tu buy BAO.i'GAO In good eondltlcm at 

reasaruble prtee. Aver**e eoHege playat wants 
oppOrUnte m Nartheastern OK, For BB, and Geft. 
Warren Duncan, Wilson Hall, Rc-nm 12*. 
TahJequab, QK 74464, 456-3439, 

Want nr opponents In Tulin. Have i*(r of AH 

games. Wish w Rarn anylfong you hgvt, Nick 
Benton. 4949 8. 94 E. PL, Tain, OK 74145, 
627-4I96 l 


Lubtiock; 15 yesfi. Pld- I’m * 
arid 6wn 13 games, Richard James, 4622, 27lh 
Street, Lubbeck, TK 79410, 792-6771, _ 

Anybody in Dallas ar*i want to ftL 1940, PAN, 
Blilz, DD, JUT, Mid and others? Jonathan Reed, 
2(327 CMlter. RlchacdMrt, TX 75PS9, 231-50M. 

Quick learner, plays to win. Any AH game ftf, 
Have TAC, Will dhttin games fot any rfrious 
pbm, iurt Blattrh, 24L N, Main. SbLl Late, LT 
84103, S32.70QS, _ 

Average adult wants pbm or nr opponent in D.C. 
area for almeol any game. Garda Mark, No. 2D], 
6fi21 WabefjeM Dt, f Alexandria, va 22307. 
765-2330. _ 

Flf opponents for AK, BUtJ, DD end TAC. Greg 
Ma Uhywsv 8611 fateksan Ave., Manassas, VA 
22II*. (703-J 362-33*4- _ 

Average or belter adult Jerioes ftf appartenls in 
most AEI jpmes. Prefer BB, Blitz, FAN and 'Grad. 
W. D, Ashe, J40I (ireenbforft, FriniHWU-lh. VA 
23703, 484-91121 


133J Ccmeead Ave., 5.W., Cantcn, Ohio 44710, 
(216) *55-9667, _ 

Went td pbm AE- Conrad Mcelkr, 125 17th SL 

N.W., Canton, QH 447*3. 1216) 456*2:36, 

Nttd oppcmenli in BJItz. pbm. line kits, wiB 


me nr pbm FAN. FR 
-4*v AK, 'Grid, RW, Wish La start multiplayer 
RW. Answer soon fa get ball rolling. David 
Heimte, 6 Emerson Sr.. Ridimurid, va 23223. 
737-8275. __ 

Attention Northern VA higlr srhnrf wurgune 
clubs. Bistaap Ireton of Alex., VA desire op- 
ptincritg, for forchet info cemtaci: Micharl 
Espasito. 6218 KenLland St, Springfield, VA 
TiltiMjl-lWv _ 

]”m another norire 14 year old wh 
for ftf, folrz; play ag.m up 2|. Call after 4 p 
Flay wcekervd! only. Mkhari Bedry, 5695 Miami 
Ct, VA Beach. VA 23462, 497-5877. 

Will pbm folt; (tone). Wat (Fieriftr). BB (eitltar), 
Quid (U.S,k RW (German). Hare all kits. Average 
player but wifl ghre goad fight, Danld Ewieridt, 
Rome 2,Wjiv r;i VA 22186. 347-3059. 

Notice wants pbm for FaN, folia fir BEL All 

leiturs answered. Tint Waddell, Alina Jet., wv 
25S1D, (301) 294-4*73. _ _ 

artempiing his foa plwn. 
anly r WYibe: Chyfan Lesnge, 
New Berlin, W| 631 SI, 


tet) for 'Gtsrd and Blitz. All letters 

I prom l|y, Jim Ctolay, 222 N. Duck No. 
223, StlMwater, OK 741)7-4, 377-9*86._ 

FlT in arty AK games. Good to expaTt depending 
on game, kltfcr Statre, 2271 Augusta, Kugcne, OK 
974*3, 4^4-1^30._ 

Wanted ftf FAN, Blitz and BB. Interested In pbm. 
I don.j Jtava any kits Any clubs, players. S(CL 
Chapters, etc. In Rogue Valley urea? James Buna, 
1524 AJiitmtn Bl., Medford. OR 97591. 

Play Krieg amd PR '40. Average Ugh school 

player, Brian Green. 3605 wea 4ili Ave., isarer 
Falls, PA 15019,(412) 1)4^10192. _ 

1975 Field Marshal Op4rt T-ObmaminL First pried 
out rf print AH game. Free games fa winners of 
2nd rotirtd. Write dr call; Allack Wargaming 
Assoc., 3L4 Edgfoy Awe^ GlensOde, PA 1M3E, 
TU-7-3H76 iT QR-3-1 256. _ 

Looking fee wargimcrs In and around Indiana 
IJnjvetiTly cf FA. Have 56 gintea nr Or pbm vrilTr 
anyone out there. Average to good player. Daiid 
Kwtakewlefo Bnji 5 Waite Hall, Indiana LM rf 
FA, Indiana. FA 157*1.(412) 357-3105. 
Interested In starling, wargame dub In Kulzfomi- 

Retdfog area, wm ftr Lentans, Mark Gangewere, 
50 S. While Oik St., Kutzlown, FA 19530, 

683-3372. _ 

Ilauiirilw^ftf' iii"Central FA. Also dubs in this 
area; piny AK. Lu.fl, BB, DD, Oil nr my best 
'Grad, Phone Rrsll Ape 23. Jim Oodiran. 14* 
Dover Bldg., Me cha nlesbnrg, RA IT0D5, 
y7-B3*$. _ 

Anyone alne In 


Chillengf |i( (Paoll Loeal uafo7). FAN, faill, 
RW, 1914, others or yours. Pbm PAN, Blitz, 
1914, ORJO Jim Frail, S3l H»miiMn R4-, 
Merinn, FA I9D66. (215)MQ-4-4703-_ 

Adult player of average skill desires ftf oppenents 
for Mid, GeLI, TAC, Ecrabble and other games. 
Bruce Allan BriauEr, GerfofT' Hi 
R.D.2, PA 19473, _ 

Pbm DD as in VoL 11 No. I l 
and delerJorn, 56ny onb' rfte person. I lint FR 
’40, Mid. 1776, Wat, PAN, Krieg. Nn more pbm 
exeeM 1 DD. Mark Matu*fhrt. 15 Cwiner SL, 
. FA 15401,(412) d37-75QI, 


Opponents wanted far BB, RW, AK, FR '4D and 
Baits, Marrin Favcirije, 74 Ptacedale Rd., ChUrii- 
1 RJ 02864,(401) 

here challenging 
; Here bat, Canty Lone, 
Clmrlefton. sc 294*7, 76fr-3909. _ 

' and game ftf or pbm. Have 

I obtain. Dan Murray, 130 
SC 2540 L, 723-0784. 


play cverytkaiig 
Tuesday nights. ..ad masi Thursday;, lanee 
Frickensmitll, 1233 Kimston Avt, Racme. Wt 
53492, 639-4390. __ _ 

Opponenls wanted for AH gsines, asp, FAN. FR 
’40 and DDL Paul Trandel, 2514 Oregon Si.. 
Raelne, Wt 53405. 637-1 £*|- _ 

Gaud college player desires ftf opponents in most 
wjrgamei. Also interested m scarring an AWA 
AftiliaL-td Ganw Club in the Whitewater area. Will 
answer Letters. Thomas. M. SoBodllre, 421 Let 
HaB, TWtiteteaier, W[ 53190, (414) 472-3138. 

L am anerage adult age dearing; pbm apponente 

for ’Grad, AK. Hit and DD. Lau] Evans, Rr, S 
Boh 839L-. BtiinhridtK, WA 98110, VI-2-2745. 

■Wbnlcd pbm. opponents for FAN and other 
tamest Mule Tontfis, 508 David Dr., Brwnermn, 
WA 98310. 479-2597. _ 

Blind PAN opjwnents wanted tuhs and rnfofiuj- 
Linn Far Stamped seft idklress-d envelope. Mike 
Prime, 1507 S 242, Kent, WA 98031, i*K) 
824-3505. 


- playtr 


: opponenis for FAN, RW, 


LdTl a 

or in person wiB answer tellers. Mike CfariesL 
14*2* Tfoft N.E., SeaiTle, WA 98125. 364-7Q72 

Any clubs io Seal lie area? Prefer ftf but will pbm 
FAN, AK an* JMirj. I am an iittprovint ncn&a 
adult. Drive Russell. 7926 220tb S.W., Seattle, 
WA 981*6, RO-2-54T7, 


; agkinit Top International Com- 
petltlonl 2* garner storied after frlsl six months 
- dgprfit sysrem kill* dfopout problem! Alsa 


3, Hg, DR.2SOO 

"Krieg withes to 

AIK) purehafe good - ex- 
i- kind espiTril- 
ly AK. Jonathan Ptnner, R.R.l. Box 1H, 1,'and- 
mark. Main I* jl'-i. -!■' i 

Any opponenis far Lull ce FaF-I’ uTTITe'Vkirth of 

England both ftf? Bails adults 4WI tftildrea 
required. Fawlett, 21 Cecil Road, Dronfield, 
I 3IBGGW. 


i Blitz, FR '40 and WaL 
All testers answered. David Scliaptm, FOB t*3, 
jarei;Zian, lir-aeL 

. tCunthienl A. UK): | 



ers, will ftr collatlitrtt sr 24 garner 

Will Itarrt ystWS- D»!t Smoak. 4213 Havana Cl„ 
Crfumbra, SC 291&IS. 787-7771, _. 

New 16 pbm, brit wffl Hy- Ftf many AH games 

esp. Mid. Flare gamed for appron., [5 years. 
ClMrliS DeYoung, 12SI Marydalc La.. Rack Hill, 
SC 29730, (8*3) 327-4210, _ 

Grbd aludent desires flf amt pbm appurtents for 

•Grad, DD, FAN, Wat, Left *nd mori edher AH 
games, Shayne Gad, 747 E. OHorr, Austin. TK 
78704. ___ r 

Looking far apponends in Central Ttxas area 
only. Waco, Temple. KHieen, Britan, and 
Austin.!!) Mo pbm pleise. Thtiriftai M. Janes, Rt, 
5, Bojl 5695, Belton, T.K 7*il3, 939-5663. 

PIT RW. AK, Mid, Pan Ld, Luft. Enjoy usln« 


Arer»p player foe ftf Anzia, Mid, BB, DD, Wat, 

’Grad, Guad, Luft, 1914 and FAN. WHUr* to 
teach new players; wID travel up fa 6ftmr. Tyrone 
Nrieby, 226 Grind Ave, East, Chatham, Onlario, 
Canada N7L-1W5, __ 

Avarije player for ftf anj' AH games wiIBng io 
travel up fa 70bnite radius, Robert Lawrs, RR3 
CUM ham, Kent County, Onlarla Canada, 
354-2573. _ 

Wanted contestants far pbm ’Grad league. 4-5-6 
repl. rale, exeh at attack ftclors. No entry fee 
and no priit nwnry. fames Hyrtus. 25* Glad 
Manor W, Toronto, QnLicio M4E-241. 699-2719. 


I, AK. Wal. TAC, FAN. and RW. All It 


Adullt 

gartner, ft,. Long Valley R±, 

37027, _ 

Need pUn kits, send list. Intftnreied iri Imrd to 

land ^atgames- Any pmaera in El Faro acdY 1 
Lairly L Bast, 1DQ5 L aL-itinu, Apt. |h El Fatn, 
TK 79525. _ 

Avcrap player steks ftf OPPOItehla for all AH 

waiganidS in 'Ll Paso area. Also interesl-od iri 
Jemiug ar helping 10 form losal dldb. Bill Gray. 



Luft. RW. Elite and GetL There 
else, t -will take side you dislike 
Duvid Bn ness, BtMs. 122, 
StmOKO, 4*8-20*9 

Pton -or ftf Luft, RW. FAN, AK, DD. Guad, Blite, 
TAC, ’Grad and klid. Kite for AK, DD, PAN. 
Larry W*|oshyn, 149J-95, N. BatLlrford. 
8aSkatehewnn, Canada 39A2Z3, 668-S582. 

Adult warfimPj sWks TIT opponents far any 

heurelgames. Also would like tn eentaec any focal 
wargamirig clubs, -call 228-26^5 <w S73-306I, 
Sonny Kwok, Roam 498, Dept, of Physics, 
(me., Yartfouvtr, B.C. Canada. 
































































































































































































































